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IVEN THE AMOUNT OF EFFORT IT 


TAKES TO SCORE, IT SEEMS ONLY FITTING 
THAT IT'S CALLED A GOAL. 
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The Difference Is Real. 





DE/\TH-OEFriMG JUH/IPS 


REALISTIC W/ITER PHYSICS CREATE WAKE EFFECTS 


SO REAL ... YOU^LL WET YOURSELF 





Designed for 


Microsoft 


mmm 


Windows" 95 
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© 1 997 Interplay Productions All Rignts Reserved- PowerBoat Racing. VR Sports logo, The Difference is Real, and Interplay are trademarks of Interplay 
Productions. Published and distributed by Interplay Production. All other trademarks are properties of their respective owners. All Rights Reserved. 


Strut) ill uiid tiirnrilu up us 
yuu whip riiruLicjii tiiu most 
reulistif unci iminprsivo 
poworhoot ruping guinG 
ever muiie. Jump over 
roudwuys und througli 
pussing convoys or speed 
botwDGO oii tunkGrs bGforG 
tiiGy closG oft tliG truck 
uod turn your bout to 
splinters, f ind u shortcut 
und fukG tliG iGod, or bettor 
yet, SGCuro your victory 
und force your opponent 
into u river burge 
ut 200 miles 
per hour. 


• Divp umipi' vvulpi’, i-i-obli lliruugh 
wavp.s unti rarpini off Junipb. 


• Unfit bupui’-intpnbp racotraekb fmiii 
araund ttie world to tear throuijti. 


PlayStation 


Spin your bCTPiM) 4 ways und 
play J fripndb binuilfaiutously. 


• Can’l find a worthy uppunpiii? Race 


your “{ihost’ ubiPB your own hobt tiiua. 


• Fully intpraefiyt? JD poyironnianlb 
that ponlinually phantip durino rappb. 


• Rapp pomputpr uppoiipolb or pompptp 
with up to Pioht pptworkpd playprb. 


Spp thp sinhis in Mpw York, 
hut watch out lor thp cabs! 


Available January '98! 


16815 Von Karman Avenue 
Irvine, CA 92606 
www.vrsports.com 


Clipck out dip tunoplb bin don’t 
c|Pt too tripodly witli dip walls. 
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Attention! Here are new orders from Fearless Leader! All Lizard Leaders 
are instructed to send in pictures of themselves wearing their battle hel- 
mets and carrying their Skullbals! The weirdest shots will be included in 
•The Briefing' episode of The Rinsing, 
n M The enemy has broken our codes! 

ySy p The Evil Antler God must be 
w iNiERNATiONAL Stopped at all costs. Start heating 

those rocks and dust off those 

dancing shoes! Stay tuned to this 

Standard Mail enclosed in the frequency for further orders! That 

following editions; AB,C.0A2,E,H is all!!! All letters received are 

assumed to be for publication 

Bulk Rate unless marked othenAiise. We 

U.S Postage Paid South reserve the right to edit such let- 

Florida Facility Permit No. 177 ters for reasons of space or 

1 clarity, Bzzt! Heh, heh, heh... you 

will all perish! Bzzt- Pop... Bzzt! 
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your eyes peeled, 
good throw and' 




You’ve been warned. 






Because P0ST-MILI£NNIUM mayhem has struck. 

A 

And tT’S GONNA TAKE MORE THAN A SEMI-AUTOMATIC 

TO SURVIVE THESE 3D MEAN: 

SCUM-FILLED crrv 

^'TY PARKS. 

Where fighting the crowds has a 
SLIGHTLY DIFFER'ENT MEANING. 


streets, SUBWAYS AND 
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WELCOME TO OOP 103 




■i I It’s about this time 
WUB ^ of the month when 

.• Bill says to me, 

, ‘Frank, (insert gruff 

=■ m 9'* 

" % over here and be funny 

right now — and make it 
Thanksgiving-related.’ Well, I’m 
foreign and Thanksgiving is a new 


concept, so basically, thanks. For, er, stuff. 
And thanks for reading the magazine. On a 
slightly different note. I’d like to apologize 
to Atius for incorrectly stating last month 
that Ogre Battle was a Saturn game — it 
is, of course, for PlayStation and you 
should check it out. Oh, I just heard that 
Thanksgiving involves eating a lot of 
turkey. Cool. >» FRANK 



frank a'cannar 


foconnor@uLtragp . com 

Editor Frank O’Connor’s fondest 
Thanksgiving memory concerns the first 
time his famiiy had turkey. ‘Weil, it was 
actually a sheep with feathers stuck in 
it, but at least it was cooked.’ 


o 


ragar burchill 


■o 


rburchLLL@uLtragp . com 

Reviews Editor Roger Burchill likes lots of 
gravy with his turkey. ‘There’s Just 
something about nice, warm gravy that’s so 
satisfying. I’ll even raid the refrigerator later 
that night for a glass or two.’ 


mike salmon 


o 


msaLmon@uLtragp . con 

Senior Editor Mike Salmon always watches 
every single college game played on 
Thanksgiving. ‘Mom usually serves the bird 
at halftime, and the mashed potatoes and 
vegetables at the two minute warning.’ 


francesca rages 


-o 


freyes@uLtragp . com 

Associate Editor Francesca Reyes thinks of 
Thanksgiving dinner as a kind of RPG. ‘Sure, 
you want the turkey, but every time you try 
to get it, you have to fight for the stuffing 
and salad first.’ 


bill danahue 


O 


MonohueeuLtragp . con 

Managing Editor Bill Donohue remembers 
the first time he cooked Thanksgiving 
dinner. ‘Who needs stuffing? Hell, the damn 
bird was stuffed before I cooked it. There 
was all kinds of stuff in there. I looked!’ 
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Over two dozen Allied 
and Soviet missions on 
two action-packed CDs. 


Fight over land, sea and 
air with MiGs, spies, 
destroyers, submarines 
and more! 




Take the ultimate 
challenge by fighting up to 
3 Al opponents in 
SKIRMISH mode. 


Battle maps are up to 2 
times larger than those in 
Command & Conquer. 


• Three game difficulty 
settings. 


• Dozens of close-ups and 
action movies. 


Specially-designed 
interface with completely 
reworked graphics for 
your PlayStation™ Game 
Console. 
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MORE ON THE DISC EOmON 
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THE DUHHL PHCHS SEHIDUB HEHT! 


W ith Sega’s recent decision to scrap its 
deveiopment contract with 3Dfx and 
instead, use the next incarnation of 
PowerVR’s hardware as the 
cornerstone for its next 
consoie (which is now finaiiy 
being referred to as Durai in 
the US, as weil as Japan), 
eager gamers have sought 
information regarding the 
capabiiities of this new 
hardware. 

Deveiopers have been 
approached by PowetVR for 
the iast severai months about 
its new chipset, which is cur- 
rentiy caiied 'the Highlander Project’. Highlander will be a 
single chip that will handle both 2D and 3D operations 
smoothly. Also known as the PMX, the Highlander hard- 
ware is said to boast at least a fivefold increase in 
performance over the currently available PCX2-based 
PowetVR hardware. Current estimates of fillrate are said to 
put performance at well over 80 Mpixels per second, while 
still offering a host of new hardware features. 

Among the new features supported by the hardware 
are: bump mapping, edge anti-aliasing, anisotropic filtering 
(which causes considerably less blurring than traditional 
methods), bi and tri-linear filtering, specular highlighting 
and texture conversion. 

According to sources close to the development of 
Sega’s next machine, the extremely powerful Hitachi SH-4 
will be used as the CPU, but new information bas indicated 
that two SH-4S will be used to boost performance, similar to 


PowerVR Tomb Raider ami Wipeout XL 
already run at resolutions as high as 
1024x768 with excellent ftamerates. 

Highlander hardware promises even 
better perfomiance. 

the past dual CPU setup of the Saturn. 
According to industry analysts, such a setup 
should be extremely useful given the hard- 
ware’s reliance upon the CPU for triangle 
setup. From what ULTRA Game Players is hearing, the more 
CPU cycles at this hardware’s disposal, the fewer bottle- 
necks there will be in the graphics pipeline. 

Arcade tests using this hardware (or a slightly scaled 
up version of it) are already supposedly underway at various 
developers, with full public tests of some titles (mostly 
those used in the Intel Open Arcade Architecture Forum) 
should be in full swing by the time you read this. 

These chips will first be seen in PC products at some 
point in the first quarter of 1 998, at prices similar to existing 
PCX2-based boards (roughly $140). Sega will allegedly be 
using some derivative of the hardware for its next system 
when it ships in Japan around Christmas of 1998. 


HUDSON THROWS BOMB HT 

NINTENDO 


HnnEHROn LBBB¥ UnUISFIEHT TB THE &1D! 


on’t you just love provocative and 
largely untrue headlines? Hudson Soft, 
publisher of the Bomberman series of 
games has handed the reins of Bomberman 64 to 
Nintendo. This deal works beautifully for both 
companies. Nintendo now has another hot game to 
add to the N64 line up, and now Hudson Soft 
doesn’t have to shoulder the cost of cartridge 
manufacture for the game. 

Bomberman 64 is looking better and better, 
with the 3D multiplayer version shaping up to be 
quite a gaming event. The one player mode is 
more in the Mario 64 mode, with adventure, explo- 




ration and puzzle elements to gel the 
levels together. You still get to 
throw bombs, but now you 
actually have to think about 
it too. Spokesroos for the 
lobby have stated that ’We 
carry our young in our 
pouches, so get bent!’ 

Green Bomber 
reports that thls> 
page is free of 
kangaroos! Bless 
you, Green Bomber! 
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have been blamed 
for some of these 
delays and omissions, but the 
fact is that there simply aren’t enough 
games. The situation is exacerbated in 
Japan where a game hungry pubiic is 
staying away from the N64 in favor of 
more prolific PlayStation and Saturn 
game libraries. 

Banjo Kazooie is now slated to arrive in March, as is the Rare 
devloped and published Conker's Quest. Since both games are so similar, 
expect Nintendo to change the release date of one or the other. Replacing 
Banjo in the Holiday line up will be Biddy Kong Racing - a surprise Mario 
Kart-esque racer from Rare. You can read a full preview of this hot new 
title on page 74. 


Bears often become 
confused after staring at the 


intendo has had to announce the postponement of Banjo 
Kazooie, theoretically its big Christmas title. This comes at a 
time when Nintendo is cancelling or delaying numerous pro- 
jects, including the 64DD, Zeida 64 and Earthbound 64. 
Banjo's release delay is timed badly, but does 
mean that the game will be of a higher quality 
when it’s released - and quality is 
Nintendo’s foremost concern. 

The list of delayed 

Nintendo games grows every day, with 
titles like Red Baron, Tog Gun, Creator 
and others all but vanished from the 
release horizon.Development costs 


NEWS 



Peter Molyneux’s new company, LionHead stu- 
dios has announced an exclusive publishing deal 
with Electronic Arts. Molyneux is best known for 
games such as Popuious, Theme Park and most 
recently. Dungeon Keeper. • Canopus has 
released a new 3Dfx-based board called the 
Pure 3D that has twice as much texture RAM as 
previous incarnations, as well as a TV-out option 


(a must for hardcore PC gamers). • When Uitima 
Online ships, initially only 50,000 units to retail- 
ers. Origin insists that additional shipments will 
follow and it should be able to keep up with 
demand. • Shiny has shared its plans to bring a 
PlayStation version of Messiah out before even 
the PC version Is released. Shiny has similar 
plans for its upcoming sequel to MDK and its lat- 


est title. Flyby Wire. • Midway has delayed the 
release of Quake 64 so that it can incorporate 
some form of multiplayer modes. • Activision 
has released the original Zorktexi adventure 
trilogy to the public. All three games can be 
downloaded from Activision’s web site at 
www.activision.com. • Psygnosis’ Overboard 
has been renamed Shipwreckers due to unfore- 


continued on pg Ifl 







Laugh while you frag, from 
Hollywood to outerspace! 


Bag some aliens with over a 
dozen hi-tech weapons! 


Duke’s in town. And there’s nothing he hates^gi^fh 
an army of alien punks crowding his space>^4 levels 
of freak-smashing 3D mayhem should se#tp it. 
Gigantic gupst^uesofne' enemies! Total interaction! 
And_all-ouKdgvastation] ffdp’t mess with The Man! 


PlayStation 


Developed 


Duke ^em: Total IMttown"' ©1996, 1 997 30 Realms. All Rights Reserved. Duke liukem ©19g6r 1997 3D Realms. All Rights Reserved. GT is a trademarked Uiei:T Logo is a registered 

^"?34emark of &T ffdobctfve SOfMare Corp. tlintendo, the Official Seal, the 30 “N” Logo and tl64 are trademarks of Niatendo of America, Iw. PlayStation and the PlayStation Logo are trademarks of 
; SoiqCogjfuterEnteitaimDMt^AII other trademarks arethe property of their respective companies. - , ' ' 


www.3drealms.com 









NINTENDO^'* 


weapons and bigger bosses 
for a fun-filled fragfest! 


Earthquakes, exploding buildings 
and working subways! 


Fourrplayer, split-screen 
Dukematch action. 


^ From LA, to the moon - 32 towering levels of 
100% interactive carnage! On film sets, in bars, on 
moving subways...no butt-ugly alien is safe from the 
^w rath of Duke! Grenade Launchers. Shrink Rays, 
tfj^iy^dcore 3D action. And graphics to kill for! 
' coming to take out the garbage! 
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OPTIONS 


O RATI1«: ★ 

« PRODUCT: BioGrip Joystjck 
0 COfIPANY: Nyko Technologies 
0 SYSTEri: PlayStation 
0 PRICE: ^19.99 ^ ' T 

J ust like videogames in general, it’s 
rare that a truly awful product is 
released in the peripherals market 
these days. Every product seems to have at 
least some redeeming feature that keeps it 
from being truly awful. Except for 
the BioGrip. 

It’s important to note that the BioGrip 
may look like a flight stick, but since it 
doesn’t support analog control, it is defi- 
nitely a joystick. Unfortunately, a 
joystick shaped like a flight stick 
that only offers digital control 
doesn’t function well at all for 
games that a joystick might 
actually come in handy for. 

Can you imagine playing 
Street Fighter on this thing? 

What little functionality 
the BioGrip might have is fur- 
ther sabotaged by a 
questionable button layout 
scheme. The buttons on the 
stick itself are positioned ade- 
quately, but the buttons on the ^ 

base of the unit are located 
towards the front of the joystick and 
are pretty much useless for any game 
that requires quick or frequent access to 
what equals the shoulder buttons on the 
standard PlayStation controller. In addition 
the joystick itself is so stiff that the amount 
of exertion required to input directional com- 
mands actually ends up tiring the users arm. 

It is conceivable that after extended use the 
BioGrip could loosen up become more com- 
fortable to manipulate. But since the unit is 
simply so inadequate tor its intended pur- 
pose, it is difficult to imagine anyone using it 


for more than few days before concocting 
ways to exact vengeance on the joystick. 

It seems obvious that whoever 
designed the BioGrip has never played a 
videogame. That can be the onlyexplanation 
as to why the Joystick lacks any ergonomic 
sense and seems to offer absolutely no fea- 
ture or function that can be of use to the 
gamer. Poorly conceived and badly exe- 
cuted, the BioGrip Joystick 
will provide any who 
buy it very little joy 
as Nyko sticks it 
to them. 
Welcome, 
BioGrip, to 
the Total 
Crap Hall 
of Fame. 


Tile BioGrip 
Joystick manages 
to avoid having any 
redeeming features 
at all. Avoid It like 
the plague. 


The Adrenaline Rush 3D opti- 
mizes 3D and 2D graphics via 
a single board at a very 
attractive price. 


Rating Key 

0 PREMIUn ★★★ 
0 STANDARD ★★ 
0 DEFiaENT ★ 


RATING: ★★★ 

PRODUCT: Adrenaline Rush 3D 
COMPANY: Jazz Multimedia 
SirstEM: PC 
PRICE: S215 


porting a very similar performance to 
Hercules’ Stingray 128/30, Jazz’s 
first entry into the growing 3D accel- 
erator market is its Adrenaline Rush 3D. What 
makes the Adrenaline Rush so different? For 
starters, it’s two cards in one and comes at a 
very affordable price. By coupling 3Dfx’s popu- 
lar VooDoo Rush chipset with Alliance 
Semiconductor's 128-bit 2D card, and integrat- 
ing both technologies onto one board. Jazz has 
created what perhaps couid be the perfect 
marriage. The card also comes with 6MB of 
onboard DRAM. 

So, what does this mean for the PC player 
in all of us? It saves an extra PCI slot since its 
two cards in one, piays all 3Dfx supported titles, 
and gives off high Windows refresh rates, high 
resolution, and true color (1024x768 in 32-bit 
color)! Games like GLQuake, Tomb Raider 2, and 
Hexen //cruise at over 30 FPS on a P200 ensur- 
ing iightning fast gameplay. Though the drivers 
weren’t perfected at press time, the card does 
show an incredible amount of potential. So, if 
you’re looking for a 3D and a 2D card in one, 
iook no further. The Adrenaiine Rush delivers aii 
the Windows acceleration and a stream of 3D 
power to keep even the most demanding 
gamer happy. 


1 NEWS FEED continued from pg 15 I 

seen trademark infringements. • Matrox and Gateway 2000 will be using the 
PowerVR PCX2 technology in future products. Matrox will be using the chips 

tor the creation of new cheap 3D accelerator boards. Gateway will be Includ- 
ing PowerVR-based boards into many of Its models as it's ‘standard 3D 
accelerator’. • Sega has announced that it will be creating Direct3D patches 

for many of its PC titles including Virtua Fighter and the newly announced 

Daytona Deiuxe. Such news should make gamers with 3D accelerators quite 
^ happy. /\s a final note, Sega also announced that it would be creating a 3Dfx 

patch for Manx TT. • News filtering from Japan has indicated that Zetda 64 
will now be on a 32-MegaByte (not Megabit) cartridge. This would make 

Zelda 64 more than twice the size of the largest previously produced carts 
and four times the size of Mario 64. • The future of Macintosh gaming was 

called into question with the announcement that Lion Entertainment (one of 

the largest Mac port houses in the world) was going out of business. Lion has 

been responsible for such recent Mac ports as Quake, Doom, Duke Nukem 
and many more. • Since 1994, Coopers & Lybrand has acted as the auditor ^ 

1 continued on pg 1*1 
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NEWS 


e PRODUCT: Tamagotchi , 
e COMPANY: Bandi 
O PRICE: $15.00 (Approx) 

very few years a tad always 
seems to sweep the nation and 
1997 certainly seems to be the 
year of the Virtual Pet. It's strange that, while 
videogames approach levels of graphical 
excellence that were once inconceivable, it is 
a simple pixelated black and white pet that is 
selling in numbers that can only be dreamed 
of by videogame and PC publishers. 

As literally millions of Tamagotchi’s 
(the originator) and every type of knock off 
are sold, the sales trends indicate that the 
average buyer is about 19 years-old, but is 
popular with young and old alike. The demo- 
graphics further reveai that Virtual Pets are 
equally popular with males and females. This 
broad appeal and the reasonable price of the 
units accounts for the amazing numbers 
sold. 

The point of these Virtual Pets is to 
raise them from infancy to adulthood by 
looking after their health, feeding, discipline, 
entertainment, and their general well being. 
The units beep like a pager when the pet 
needs to be attended to, but you must occa- 
sionally check up on the Petto make sure 
that its doing okay, as well. The constant 
attention required for these pets can be 
annoying if you’re an innocent bystander, but 
if you’re a participant, the challenge of rais- 
ing these Virtual Pets is engrossing and even 
addictive. 

Bandai produces the Tamagotchi, with 
its main competitors being the Giga Pet from 
Tiger Electronics and the Nano Baby from 
Playmates. There are a number of cheaper 
generic brand knock-offs, but the quality 
and durability of these units is questionable 
and anyone interested in picking up a 
Virtual Pet should probably stick to the bet- 
ter known brands. 

Like all fads, the popularity of Virtual 
Pets should eventually die out, but the craze 
seems to have enough energy to propel itself 
through this Christmas season. 






The one that started it all. First incubated in 
Japan, the Virtual Pet has since crossed the 
Pacific and has taken the U.S. by storm. 
Bandai managed to sell 3.5 million units of in 
the first month of release back in May and 
the craze has shown no signs of diminishing. 
The unique feature of the Tamagotchi is that 
your pet begins life as an egg, but how you 
take care of it determines what type of crea- 
ture it grows up to be. The units come in a 
number of color combinations and Bandai 
has even developed a Tamagotchi CD-ROM 
for the PC. 

© PRODUCT: Giga Pet 
0 COMPANY: Tiger Electronics 
O JRKE: ;$19.95' ' ■' 

Tiger has taken Bandai’s 
concept and added their 
own twist by specifying 
just what type of creature 
you’re raising. Choices of 
Virtual Pets range from a 
frog, a koala, a kitty, a dog, to a 
robot, to name a few. The basic concept of 
the Giga Pet is the same as the Tamagotchi, 
but a few twists iike the ability to name your 
pet and a more intricate parenting process 
give the Giga Pet slightly 
more depth. 












Httie Virtual 
Pet cr82» Isn't 
enough for you, 
how at>out Star 
Wars Giga FrlOTCis 
from 'nger Electronics? 
Just In thne for Chrfstmas... 








3 Dfx-is^eking millions of dol- 
lars in reparations from Sega 
and NEC for analleged breach 
of contract over the internal chip design 
for Sega's next generation console 
code-named Dural. 

The firm today unle^hed its lawyers on 
Sega and rival chip-manufectuMMEC. 
3Dfx’s complaint alleges that under its 
initial contract with Sega, the console 
manufacturer gained access to 3DWs 
confidential technology and then 
cancelled the contract in favor of rival 
chipset manufacturer NEC. 

The compimt also-alieges that NEC 
interfered with the contract between 
Sega and 3B(x. As 3Dfefcpreviousiy sug- 
gested in Next Generat ion Online, the 
company has turned to its lawyers. 

3Dfx claims the Dural deal was as good 
as done, before NEC stepped into the 
fray. The fins says it will seek ‘millieas’ 
of dollars from the defendants 
for what it describes as ’improper 
conduct’. NEC ancTSega have yet 
to respond. 

’Sega terminated our contract without 
justification,’ said Greg Ballard, 
president and CEO of 3Dfx. ‘We lived up 
to all of our commitments, yet they 
tenninated the agreementJt’s a clear 
breach of contract. We believe Sega 
and NEC clearly acted improperly 
and we Wok the action we needed 
torespoffit’ 


NEWS FEED continued from pg IS 


for Eidos, but next year the auditor stated that it will not seek its position 
again with the UK company. According to recent reports, the Big Six auditing 
firm said that it was dissatisfied with the ‘inadequacies in the company’s cor- 
porate governance practices.’ • Looking Glass has merged with Intermetrics. 
While it was known that Looking Glass had been seeking capital, the merger 
with the high tech firm should provide new technologies and much needed 
cash for the Boston-based developer. • A new Command & Conquer game is 
in the works for consoles. The new game called C&C: Commando viVA be a 3D 


action title, something of a departure for the series from the typical real-time 
strategy genre. • In a continuing expansion, Activision has acquired the com- 
pany responsible for the Hexen series. Raven Software. The move cements 
the two companies’ relationships that previously consisted of publishing 
agreements. • PlayStation RPG fans will be happy to hear that Working 
Designs will be bringing Sony’s /e/da-killer, Alundra, to the US. Ultra Game 
Players spoke briefly with Working Designs about the project, but the only 
information that could readily be offered was an approximate Christmas '97 


http: //WWW. ultragp.com 








M PlayStationI 



Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 
characters and introducing a new villain masterfully trained in the ancient martial 
art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to- 
weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 
battle axes to engage in the ultimate conflict. Heck, even the I . ] 1^1^ 


Empire never struck back this hard, www.lucasarts.com 


PfaySiotlon 


®, ™ & § 1997 Lucasim LM and LucasAits Eniertainment Company. All Rights Reserved Star iVaisand the LucasArts logo are registered tiademarts. and Masters of Te^ Kasr is a frademark of Locastilm Ltd. used under authorization 
PlayStation and the PlayStation logos m tiademaiKs of Sony Computer Enteitainnient Inc. 
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Descend into the all new psychotic world of Pandemonium 2 and twist 
reality inside out. Explore a whacked-out psychedelic landscape with 
Nikki's insane double jump-then dominate with Fargus' maniacal attacks 
by hurling his viper-tongued side-kick Sid for skull crushing good times. 
Navigate the undulating 3D hyper-kinetic backgrounds 'till it turns your 
brain to puddin! Hey.. .it's a twisted new world of furious gameplay that'll 
devour you before you truly understand it. So have a good trip. 


Pilot a giant mech through 
warped 3D tunnels^ 


Fargiaisa raving maniac prone to light 
fifes now and ask questions later. 


Nikki-equipped with powers 


thflt only big bad girls have. 







WmETftP 


lUIPEnUTbH 


ources close to the deal have Indi- 
cated that multiple parties want to 
bring Wipeoutto the Nintendo 64. To 
the best of our knowledge, Psygnosis does not 
have a Nintendo 64 license and sources have 
suggested that Psygnosis wiii just be licensing 
out tbe code and trademarks of tbe game. 

The parties rumored to be involved 
Include publishers with massive amounts of 
cash, such as GT Interactive, Interplay and 
even Nintendo Itself. Said a spokesperson for 
Psygnosis, when questioned about the possi- 
bility of a Nintendo 64 Wipeout, ‘ Psygnosis is 
a multiplatform developer.’ 

Some months ago, Psygnosis tried a 
similar situation on the Saturn with THQ. The 
company was to develop ports of its popular 
PlayStation games for the Saturn (of which a 
few did get released) that THQ would publish. 


The issue caused a great deal of distress at 
Sony because Psygnosis (which it owns) was 
creating games for its competitors. Sources 
have indicated that since that time, relations 
between Sony and Psygnosis have been ‘all 
worked out' but occasionally, occurrences 
such as this could strain relations once again. 


WARNING: 
r-OLLAPSeD 
RLQSEAKEAI 




Will IWpeouf soon be making an 
appearance on the Nintendo 64? 


SEEP HnHDWERE TEE/n DESERTS 


F ollowing Sega’s decision to use the 
PowerVR hardware for Its next con- 
sole, several members of Sega's US 
hardware design team have ailegedly Jumped 
ship in protest. According to sources, at ieast 
five and as many as ten (which wouid be the 
entire team) have left Sega when It decided 
not to use the 3Dfx technology that it had pro- 
posed for the next system. Allegedly, most of 
these members have already secured new 
jobs with other hardware manufacturers or 
developers. 

Members of Sega’s Japanese hardware 
team threatened a similar walkout if the 
PowerVR technology wasn’t selected. While 
the decision regarding which technology to 
use was likely to be a difficult one, that deci- 
sion was allegedly made easier with a 



financial 
offering from 
NEC. According to inside sources at Sega, NEC 
supposedly ponied up some cash. 

The resuit of the US team’s waikout is 
as yet unknown. While some developers have 
early development kits, the US team was sup- 
posedly working on better development tools 
and libraries for use on the new system. While 
the Japanese team is likely to be doing much 
of the same, the US team’s walkout may slow 
the passing of better libraries to developers. 



; Following closely on the sales success of 
: Nintendo’s Goldeneye 007, MGM Interactive is 
in the process of creating its own game star- 
: ring the British secret agent. The new game is : 
currently slated for release upon PlayStation V i 
and development will be undertaken by Black 
Ops (who is well known for high quality mis|'‘ 


sion-based shooters, such as Black Da wn and 
Treasures of the Det 


The next game in 
the Warfmmmer series (or PlaySfation will 
supposedly be published and distributed by 
Electronic Arts, Mindscape is still developing 
iiiie new game for Electronic Arts and it should 
be ready for release in February, 1998. 
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THE EHmE THHT SHUES 

nimminnP 


ULTRA gameplaijers DES 


fliE Trouble In JHPm 

Uh oh. N64 is having ail sorts of problems in 
Japan. When the machine was first launched, 
it sold by the bucketload and looked all set to 
continue Nintendo's domination of the games 
market. Nowadays though, that is looking 
more and more unlikely, thanks to Nintendo’s 
own policy of limited game release. The prob- 
lem is exacerbated by the high cost of 
cartridges, making rt a less than tempting mar- 
ket for most third party software companies. 

The N64 was built solely on the strength 
of Super Mario 64 in Japan, and was launched 
without a single RPG. It’s easy for us to criti- 
cize Nintendo in retrospect, but the situation 
seems idiotic from any angle. There should 
have been an RPG from day one. The question 
is: Can Nintendo recover sufficiently by pinning 
its hopes (again) on a single bbe, or is the 
machine doomed to failure as a result of this 
horrible, horrible oversight? 

The good news is that support is grow- 
ing slowly, but surely. Konami has ramped up 
development of games and Namco looks set to 
join the fray, too. These are unusual times for 
Nintendo in Japan, where previously, success 
was assured. With Saturn and PlayStation soft- 
ware and hardware outselling N64, there’s still 
a lot of work to be done. 


r H£ mJESTjai S, DUES 
nmTEnoa HEED 
smmm? TtK nbH nno mj. 

Ttm Bfujms EUEOUBLE EEE BELLMK 
UHE §Err cm^ n ns US. 
GoLOEnEVE, BnmFmt bH EnontHim 
HfOTT ELL EEnSOUT TB HUBE SEES 
RED PHtHl CRmnfE ECCLESn. 
HeELMSTB EEEDKT nmr THE 
niETBlOa bV tUMJ. OUTSELL THE 
PLE¥STHTItm THIS ¥EHH, SO UJH¥ DO 

tuE num nsflbH heeds to be 
SIUBIP Sebple. Uhestv. 

ntOSTIF ns amES EUmLEBLE 
m ns nbH FELL KirnampLS, ehs- 
IL¥ DEFmBSLE arTEBBEIEB. 30 
SHBOTEES. OEUmB EEmES BE FSHT- 
EiBBEmEB. To arm, nssE’s onL¥ 
ODE BEnEE-aUSmB TITLE mSELEBLE 
FOE nSmEOSS - EED THET'slIlEnin 
bH. Zelde rsEDS tooo the sms 
TEES FOE SPSS nSTltlEEm am FOE 
PLETFSEE SEEES. BUTEFTEEnaETT- 
LESS ISLE¥S mm EUEE E FLETFOEm 
BUETEH [bHDD TO nETTEEES] ZEUm 
BSTEJ. EOT tEETE EEEO¥. 

Ufsmm, TmrrnsBEnsB 
ELEHST EEEO¥ Eim HLEKST fSEFEET. 
JmSOESE EISUSES SUBISST THET IT 
UELL BLOW EtSE¥ PISUaaS nbt 
BHIOE OUT OF THE lEEIEE, BUT OOT 
uma. niEEai, PimEiJEPmi, 
nETTEiam b¥ B METTEBL ZELDH HED 
BETTEE IEEIE¥ UP. LEM'S SSEO 
Bans IBEHT larr BE FIST EiaHESL 


Urn - 

THE mnn of the mamEnr 


Link is a massively unfortunate fellow. His 
paramour, the eponymous Zelda, is forever 
being kidnapped and tortured by the evil 
Ganon. Link must be heartily tired of saving her 
by now (three times at last count). Bizarrely 
enough, he hasn't even tried dating other peo- 
ple and resolutely refuses to abandon Zelda, 
even though she’s 
obviously trouble. 

If that 
wasn’t bad 
enough, you 
should see the 
size of his ears. 

Now I understand 
that he’s Elfin in 
origin and is sup- 
posed to have big 
ears, but he 
accentuates the 
problem with 
creepy, girlie side- 
bums and an 
equally weird hat. 

Perhaps the years of torment about his mas- 
sive ears are what turned him into the tough 
guy he is today. 

Link also has a strange mark on his 
hand that every soothsayer in the mystical 
land of Hyrule insists on pointing out (shortly 
before sending him off on some super-danger- 
ous quest). All in all, Link gets no rest 
whatsoever. He seems to have a good attitude 
about it, though. 


Link is a lltUe taller, more muscular and 
more adult looking than in earlier rend^- 
ings. His new appearance Is matched with 
new abilities and skills. 





THE BHD EU¥S 


1 A frog or a llzani? You decide. 
Etther way, it’s gonna eat you. 

2 Link squares off against multiple 
foes. 3 One eye, but one BIG eye. 

4 Aagh! Kate Moss. 5 Skeletal 
Stalfos is quite a tough fighter and, 
since he’s already dead, K’s pretty 
hard to keep him down. Master 
swordsmen only, please. 6 The 
hand Is hack! These hllghtere made 
traversing Link to the Past horribly 
difficuR. It’ll be the same thing this 
time, no doubt. 7 These octopi spit 
what appear to he cannonballs, but 
may well be something more sinis- 
ter, I mean, we don’t know which 
end of an Octopus Is which. 8 Look 
out. Link! There’s a Hare Krishna 
guy behind you! 


■ ■ « 
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Hew fUauEs 


Theh mo flatu 
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Link has learned a bunch of new skills since 
we last met him. In the first incarnation, he 
could walk and use a sword and not a hell of 
a lot else. Gradually, through the series, he 
developed new abilities and skills and now, 
in this 64-bit incarnation, Link is quite the 
renaissance man. 

Shigeru Miyamoto and his team have 
made full use of the analog control pad to 
give link maximum subtlety of control. You 
can creep, walk and run, and now, jump, too. 
Combine these with Link’s swordsmanship, 
archery and magic skills and you already 
have quite an arsenal. These new moves 
have gone a long way to changing the overall 
structure of the gameplay. A curse be upon 
us for even suggesting this, but Zelda 64 has 
a lot in common with Mario 64 in terms of 
look and scope. 

Where the previous games have cen- 
tered on puzzle solving and exploration 
rather than arcade skills, this new Zelda 
requires a perfect balance of both. Don’t 
worry though, since magic, mapping and 
logic skills are still very much required. The 
introduction of 3D to the mix means that the 
down-time found in earlier games is now vir- 
tually nonexistent. Battles with random bad 
guys are now engrossing and intrinsically fun 
rather than a chore. 

Link’s sword skills are now more dif- 
ficult to master. Swing, 
parry, jab (as well as 
jumping slash) are 
all used in a true 
3D environment. 

Not exactly 
Bushido Blade, 
but still some- 
thing that 
requires mastery 
before the world 
opens up. At press 
time, we were led to believe 
that Link would also have some abilities 
more at home on Lara Croft, like climbing, 
swimming, hanging and flipping. 


The use of three dimensions rather than 
two means that attacks can come from 
any angle, like the air, shown here, and 
even from underground. 

All in all, these new moves make 
Zelda 64 iar more akin to a platform game 
than you might have expected. We still don’t 
know the full scope of the new magic abili- 
ties available, but the system of potion 
collection will remain intact. Link's magic 
abilities will depend on how much magic 
‘juice’ he’s carrying with him. 

Of course, his usual arsenal of ice, 
fire, bombs and hammers will be included, 
but it’s the stuff Nintendo is keeping secret 
that we’re most interested in. 

CHmERE SH¥ 


*'17 CURSE BE 
UFUn US FUR SUE- 
EEBTinG THIS BUT ZELDR 
bH HRS R LOT in cnmtnan 
WITH niRRia bH in 
TERmS OF LDDH RRD 


After the huge learning experience that was 
Mario 64, Shigeru Miyamoto and his team 
have experimented a lot with camera 
angles. If there was any criticism to be 
levelled at Mario 64, it would have been 
at the use of camera viewpoints. 
Occasionally things could get confusing, 
and the game tended to simply show 
the clearest possible angle. In Zelda 64, 
all this has changed. 

Miyamoto was determined not only to 
make the camera angles efficient, but also 
atmospheric. More and more positioning of 
camera will indicate mood or atmosphere. If 
It all sounds a little like movie making, then 
that's exactly the point. A game should be 
playable of course, but a game like Zelda 
has story elements and should therefore be 
‘watchable’, too. 


Newly idealized characters, like Iron Knuck, 
feature motion captured fluidity and grace. 
They’re also quite dangerous, so stay away 
from the pointy end. 


The old-school Zelda series was limited 
only by the technology at hand. When the 
first Legend Of Zelda game was released, it 
was disk only and was designed for the 
Japanese NES, known as the Famicom. The 
Famicom disk drive was moderately 
successful, but Nintendo felt that the game 
would receive a warmer reception on 
cartridge, it was correct. Ze/cfa went on to 
become one of the biggest selling games 
ever released on Famicom. It also helped 
define the RPG as we know It — even 
though it is still essentially an action/ 
puzzle game. 

The graphics, although excellent for 
their time, look pretty darned primitive 
today, although it is interesting to see that 
the top-down view has been retained for 
some scenes in Zelda 64. The second game 
in the series. The Adventure Of Link, had 
side-scrolling for the action sequences, 
which was not received quite so favorably. 
When the Super NES version appeared a 
few years later, it reverted to the top-down 
view yet again. The Game Boy incarnation 
was pretty darned good — moving away 
from Hyrule to the weird island of Kolohint 
and revealing more about Link’s personality 





and past. It was also the single best way to 
pass any long journey. 


Tell iue rbout ¥aun 
nJOTHER 

Nintendo has one other RPG ace up its sleeve. 
Mother 3 \s the third In a series of weird RPGs 
(known in the US as Earthbound) and features 
a mixture of real time 3D and pre-rendered 
graphics. The game is centered around a 
group of ten characters, each one used in a 
different section of the game. Jis 
being promoted heavily for N64 and more 
specifically, the impending 64DD machine. 
This level of support has been in place ever 
since Square withdrew from a proposed Final 
Fantasy game. Enix also appears to be 
dragging its feet on a Dragon Ouesf title. This 
lack of RPG support is a horrible situation for 
Nintendo and one that has seen sales 
decline rapidly. 

Mother 3 w\\ debut exclusively on the 
64DD machine and although late and possibly 
overhyped, should present itself as one of the 
biggest reasons to purchase the 64DD 
upgrade. It should also be quite a rival to 
Zelda, although the more traditional RPG style 
will make a more distinct difference when the 
game debuts in the US. 


DD DebrcleF 


In a classic case of good 
news/bad news, Nintendo 
announced a few months 
ago that the long-awaited 
Zelda 64 would first 
debut on cartridge 
rather than 64DD. This 
came as a disappoint- 
ment to some and a 
relief to others. The rea- 
soning is that Nintendo 
needs as many ‘A’ titles avail- 
able for the machine as possible, so 
the game was shunted to cartridge. 

Nintendo does promise that an 


“n/nreiDD 

DDES PROmiSE THRT 

RP EPHnncED bHDD 
UEHBian OF THE EHEIE 
WILL HPPEHH HT 
saniE poinr" 


1 Here, In an almost Lara 
Croft pose, Link leaps from 
a bridge. Tbe addition of 
30 adds new scope for 
movement and, as a result, 
all new skills. 

2 As you can see from this 
shot, the game is looking 
less and less like Zelda 
and more and more like 
Mario 64. Mmm, tasty. 




1-2 Link wanders the desert, presum- 
ably looking for an ice cream stand. Note 
the gloomy red lighting and the dust he 
kicks up as he walks. Atmospheric! 


rHEHHV OLD SHES UERS EH 


This shot of the 
SNES game shows 
off pretty graph- 
ics, but nothing 
like the quality of 
the N64 version. 
The stratight 
down view tends 
to leave every- 
thing and 
everybody looking 
a iitUe flat 






1 -2 The land of Hynile, as seen from me air In the 
Super NES version of Zelda — to date, one of the great 
est adventure games ever made. 


OB? 


3 Talking to people sets the stage, 
reveals information and, thanks to deliri- 
ous new camera angles, looks darned 
good, too. 


enhanced 64DD version of the game will 
appear at some point, but steadfastly refuses 
to elaborate properly on what these enhance- 
ments will be. Writeability and greater 
storage may mean that the 6400 ver- 
sion is massively different, rather 
than simply a more polished 
update. 

Although Mother 3 may help sell 
6400 In Japan, It is more likely 
that a superior version of Zelda, 
combined with hopefully lower 
game costs, will help sell units in the 
US, although this being Nintendo, 
there’s no such guarantee. 


The Eoao, the bhd hho 

THE HEHLL¥, HEHLL¥ BHD 

Guess what? Gannon, the very embodiment 
of evil, is planning to steal the Triforce for 
himself and take over the Kingdom of Hyrule 
once and for all. And since Zelda is the key to 
this goal, he is apparently planning to 
sacrifice her life. If this sounds a little familiar 
(or trite), that’s because it’s exactly the same 
as the plot for the previous games (except 
the Game Boy one) and is getting just a 
little tired. 

However, the new-look Link and the 
addition of 30 environments should make the 
tone of the game a little bit edgier. The previ- 
ous games were completely cartoon-like in 
appearance. So far, the list of characters is 
either secret or unfinished, but we do know a 
couple of fellows who’ll be joining the fun. 

Iron Knock Is an armor-clad and possibly 
undead knight who takes quite a bit of killing. 
Stalfoss is the evil skeleton (and there are 
lots of them around) who you’ll be fighting in 
various underground locales. Also recogniz- 
able from previous games are 
octopus-creatures, killer trees and yes, chick- 
ens. Chickens galore, in fact. 

With lots of opportunities to introduce 
new characters, Zelda 64 should help create 
some new stars for the series, but it’ll be the 
old crew, all tweaked out in 30 finery that will 
really draw the crowds. 
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Don’t call It a 
Mario Kart 64- 
done. Despite the 
simllaroty In 
premise, Yuji Naka 
assures that the execution of 
his new “Action Racing’ game 
will be distlnctiy different frcm 
anything Diat has preceded IL 


Rs Sem tojeiw umms 
an ns nstn amsoLS, Sam: 

HETiffins ra pmien up the Bnnmn 


T here is little doubt that these 
are strange days for SEGA. 

Once the preeminent 
videogame company during the 16-bit 
era with the Genesis system, the Saturn 
system has fared respectably in the 
Japanese market, but has fared far less 
well in the U.S. as disappointing sales 
(despite being the first next generation 
console to reach the market) have rele- 
gated its installed base a distant third 
behind Sony and Nintendo. 

There are a number reasons for 
the slide that Sega and the Saturn have 
experienced, not the least of which is 
the fact that Sony has made so many 
superb strategic decisions while 
Nintendo continues in its role as a thun- 
dering behemoth. But one of the most 
obvious 
questions 
that Jumps 
out when 
evaluating 
SEGA’s slide 
is: Where in the 
hell is Sonic? Despite a questionable 
decision to retain the caitridge format 
and a woeful lack of software for the 
N64, Nintendo managed to propel past 
SEGA on the strength of a great Mario 
game. Though perhaps not quite as pop- 
ular or revered as Mario or Sonic, Crash 
Bandicoot played an integral part in 
establishing Sony’s image within the 
videogame market. 

Nothing defined SEGA’s success 
and attitude in the 16-bit market more 
absolutely than Sonic, and yet, the 
promised 32-bit Sonic game. Sonic 
Extreme, has turned into vaporware. 
Son/c-related offerings for the Saturn 
have been limited to the very average 
Sonic 3D Blast and Sonic Jam, a compi- 
lation of the classic 16-bit games that 
propelled SEGA to greatness. It is actu- 
ally the 30 introductory level in Sonic 
Jam that finally gives SEGA fans a 
glimpse of what a true 32-bit game 
should look like. It’s enough to get the 
mouths of Sonic fans drooling, but there 
is still no definitive word regarding a 
true 3D Sonic platform game. 

Still, at SEGA’s core there is a tal- 



’Ah, what a nice neighbor^ 
hood!’ Three words Sonic: 

Street Crime Statistic. ‘Follow 
the yellow hiick road, follow the 
yellow brick road...’ Too bad 
hedgehogs are color blind. 



Sonic Rll-Btrhs... mo nor so Ru-Sthhb 


Although not every Sonic game on the Genesis platform was a classic. 
Sonic’s track record on the 1 6-bit platform is far superior to the 32-bit 
Saturn. Sonic Jam, a collection of the best 16-bit games and its stun- 
ning polygonal ‘Sonicworld’ intro level is the only Sonic ‘must have’ for 
the Saturn. Sonic 3D S/asf failed to capture the true spirit of the 16-bit 
games, while the much anticipated Sonic Extreme apparently never 
made it past the developmental stage. 
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ented group of game designers and 
visionaries. Principai among these is 
Yuji Naka, who boasts the Sonic series 
and Nights in his considerabie pedigree. 
Naka-san’s current project is Sonic R, 
an action racing game featuring SEGA’s 
beioved mascot. Aithough not exactiy 
the Some game that was expected, 
Naka's innovative approach to game 
design seems to assure that Sonic R will 
be like no other racing game that has 
proceeded it. Considering the game’s 
true 3D enviroments and the explorative 
nature of its gameplay, the more impor- 
tant question may really be, just what 
differentiates Sonic R from a 3D plat- 
form game? 

As ULTRA GP takes a closer look 
at the forthcoming game, we had the 
opportunity to sit down with Naka-san 
to ask him about all things Sonic and 
SEGA - past, present, and future. 


Sonic vs. Mario again? Not quite. Yuji 
Naka promises Sonic R\o be a unique 
‘Action Racing’ game that will offer a 
signiflcantly different experience than 
Super Mario Kart 64. 







□reviBLU 


Here’s Sonic in 
downtown Las 
Vegas, looking 
for a hot 
craps game. 




Dr. Robotnik - evil 
personified. Now, 
with a drivers 
license. 


1 This is what Sonic would call 
a ‘ring-rich environment’. 

2 Sonic finds the mysterious 
green arrows that point up. Up 
to what? No good, we’ll wager! 


3 Is that a tunnel up ahead or 
just a really big bowling ball? 

4 Sonic takes flight over the city 
at night. Hey, that rtiymed... 

5 Here Sonic proves that a 
hedghog isn’t drunk if he can 
lay down without falling off 
the Earth. 
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S onic’s next release on the 

Saturn is slated to be Sonic R, 
an action racing game that 
features all manner of characters from 
the Son/c series. Though not exactly the 
game that Saturn owners have been 
waiting for, Some fl will feature poly- 
gon-based graphics with 3D characters 
and fully navigable environments. 

The basic concept of the game 
has the player assuming the role of any 
one of the nine characters and racing 
against other Sonic characters in order 
to find stolen emeralds hidden through- 
out the game. Sure to be some of the 
characters of choice to play as in the 
game are Sonic, Tails, Knuckles, and 
Dr. Robotnik. After collecting the stolen 
jewels, there is a mad dash for the fin- 
ish line. The nice part Is that instead of 
being limited to a track, Son/c /? offers 
a full 3D world that is ripe for explo- 
ration. Each level Is also filled with 
power-ups and hidden secrets that help 
speed players along. 

There will be five play modes in 
Sonic R, ranging from Single Player, 
Multi-Player, Grand Prix, Time Attack, 
and Tag. Racing action will occur 
on four different courses, ranging 
from a castle, a tropical island, a 
highway, to a secret base. In addi- 
tion, there is also a hidden fifth 
level. Son/c //will support the 
Analog Controller for enhanced 
control and Multi-Player action will 
be via split screen on the four 
available standard tracks. 

Building on the 3D introduc- 
tory ‘test’ level from Sonic Jam, 

Sonic R will without a doubt be the 
most technologically advanced 
Sonic game ever made. A process 


system: Saturn 
publisher: SEGA 
developer: Traveller's Tales 
RELEASE date: NOV. '^7 


called ‘12 Layered 
Distance Cross 
Fading’ uses 12 
layers of trans- 
parency to create 
objects to a 
graphical 
standard not usu- 
ally associated 
with the Saturn 

platform. The detailed 3D images also 
move at an amazingly fast speed as 
Sonic R utilizes the second graphics 
processor in the Saturn (the VDP2 
chip) to optimize the game’s 
graphics performance. 

Considering the fact that Sonic R 
takes place in true 3D environments 
that offer full 360-degree freedom of 
movement, the only thing that seems to 
differentiate Sonic from the next-gener- 
ation platform game everyone has been 
waiting for is the game’s racing 
premise. A chance to explore Sonic’s 
world and set him free to run in 3D is 
all that many gamers have wanted, and 
it finally appears that SEGA will provide 
just that. 




1 Power slides while tunning 
must cost Sonic a fortune in 
tennis shoes! 

2 Sonic always seems to raise 
a Roadrunner-esque dust trail. 
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Explore Gothic London as the ever-faithful Ignatius or nimble, 
sword-wielding Nadia, looking for clues and solving puzzles. 



Use any one ol 28 dillei'ent mutilating moves to divide and conquer 
the diabolical demons, bloodthirsty beasts and overzealous zombies. 



Battle 21 marauding mediexal monsters in 16 equally disturbing 
3"0 environments as \'^ou search lor the ev il Adam Crowle\’. 



Don’t let something as minor as a litt le severed limb stop you. 
Because it certainly won’t stop them. 


NIGHTMARE 



A bloody cfood time in jolly old London. 


For more on this tale of terror, call F800-850-1682. 

The nightmare begins October 31. To prepare yoursell, go to www.nightniare-creatures.com or www.kalisto.com 


Activision is a registered trademark of Activision, Inc. Nightmare Creatures is a trademark of Kalisto Technologies. © 1 997 
Kaiisto Technologies. Published and distributed by Activision, Inc. PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment, Inc, The ratings icon is a trademark of the Interactive Digital Software Association. All rights 
reserved. All other trademarks and trade names are properties of their respective owners. 
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Although Yuji Naka (pictured left) 
is frequentiy credited with being 
Sonic’s creator, he was primarily 
responsible for programming 
and designing tbe games while 
Naoto Ohsbima (pictured right) 
was responsible for the actual 
character design of Sonic. A 
competitive, but friendly symbi- 
otic reiationship, Naka-san and 
Ohshima-san are the driving 
creative forces behind SEGA’s 
Sonic Team. 


of Consumer Department 
No. 3 - the Sonic Team. 


YN: I like automobile racing games and 
PC games like Lemmings, and the 
Alone In The Dark series. 


YN: The emotion that I have towards 
Miyamoto-san is admiration. The Mario 
games are beautiful creations and If I 
tried to emulate them, I could never 
equal them. That’s why I tried for a dif- 
ferent approach and experience when I 
created Sonic. I’ve played all of the 
Mario games and I loved them all. 


YN: OhshIma-san and I wanted Sonic 
the Hedgehog to be a character to rep- 
resent all of SEGA. SEGA’s logo, is of 
course, blue, and there is a strong cor- 
relation between that blue and Sonic’s 
color. But that wasn’t all. I wanted to 
inject into the Sonic character a more 
‘American West Coast’ image, and I 
think Sonic being blue captures that 
spirit. Additionally, Ohshima-san 
brought up the point that when you 
analyze the color blue psychologically. 
It represents something calm, Sonic Is 
a peacemaker if you will. Somewhere 
along the way, a combination of these 
concepts resulted In Sonic being blue. 


Genesis system, especially in the U.S. 
market was still very strong. There was 
an issue to keep working on Genesis 
titles, like Sonic & Knuckles, for the 
U.S. There could have been a 32-bit 
Sonic, but the demand of the Genesis 
market for Sonic games could not 
be ignored. 


YN: In the very beginning, there was a 
techno pop music group at the time in 
Japan called the Yellow Magic 
Orchestra. That music group utilized 
computers to play all their Instruments. 
Anyways, through that music I started 
to become interested in computers. I 
just really wanted to play synthesizer 
keyboards, but since I couldn’t, I 
decided that I would use the computer 
to play my music and thus, I became 
interested in the computer in general. 
At the same time, I was playing 
videogames at home and enjoying 
them and started to look Into how the 
games were created. From there, I 
discovered how fun creating games 
could be. But in the beginning. It was 
for the music. 


YN: My association with SEGA began 
back on the 8-bit Master System on 
which I handled the conversions of 
Space Harrier mP a game called Black 
Belt. On the Genesis, I worked on 
Ghouls ‘N Ghosts, in addition to the 
Sonic games. And of course, the 
Phantasy Star series on both systems. 
Nights was the sixteenth title that I 
worked on, but there are some games 
(smiles) I prefer not to mention. 


YN: Well, since the beginning of my 
career at SEGA, and even now, I have 
been a programmer and worked within 
the Consumer Department of SEGA. I’ve 
never worked in any of the AM Groups, 
always in the Consumer Department 
working on games for the Master 
System, Genesis, and Saturn. When I 
started on Sonic 2, 1 went to the United 
States to STI (SEGA Technical institute). 
On returning to Japan, I went on to 
become an Executive Producer, then a 
Vice President. I am currently in charge 


YN: If you’re talking game collabora- 
tion, I’d say fifty-fifty with 
Ohshima-san, but if you mean the 
actual Sonic character design I’d say 
75 percent Ohshima-san and 25 per- 
cent myself. Yet the process was more 
complicated than that We Initially had 
a concept for the game where the main 
character runs and throws things at 
enemies in order to destroy them. 
However, the acts of running, picking 
up something, and throwing it involved 
too many processes. We wanted some- 
thing simpler - like rolling in order to 
attack. But if something is just round, it 
doesn’t seem to imply much of a threat 
So we wanted something ‘stingy’. Up to 
that point, Ohshima-san and I worked 
together to come up with the basic 
concepts behind the Sonic character. 
From there, Ohshima-san was respon- 
sible for the character design, while I 
focused on actual game programming 
and gameplay design. 


YN: I often hear that Sonic 2 was the 
best Sonic game, but my personal 
favorite is the first Sonic game. It was 
the first creation and it holds many 
special memories for Ohshima-san 
and myself. 


YN: All the basic concepts, the designs, 
and the features are under my control. 
There are 2D maps created and the 
Traveller’s Tales people model the 
map. The faithful recreation of the map 
into 3D is very helpful. Overall, Td say 
half of the project is under my control. 



YN: At the time that the 
Saturn was launched, 
the influence of the 
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NOW, WAYNE GRETZKY CAN FACE 



^ He holds more career records than any player in NHL history. And we took his speed, ” 
moves and cunning and put them right into Gretzky's '98 3D Hockey, It’s not just a game. It's an 
NHL war zone, with active trading, player stat cards and a new, advanced simulation mode that even 
the real Gretzky could have a hand time beating. Wanna piece of it? Get in line. It’s hittin’ the ice in November. 


WHAT OUER 600 NHr PLAYERS FEAR MOST. 







Vow! I guess that 
was a reaHy big 
bowling bah. Look 
outiSonIcI 



YH: Mario Kart 64 is more a straight 
forward racing game, while Sonic R 
explores more of the fun factor and 
personality of the 5o/?/c world. But if 
you wish to compare the two games, 
then you are looking at the surface of 
the game, and not the depth. If I see a 
magazine comparing the two games. 
I’ll just have to laugh and not take It 
seriously. Making the comparison 
means that they don’t understand 
either game very well. 


YN; A basic starting point that we have 
is that all of our games are targeted for 
a worldwide market. It’s not widely 
spoken, but inside of us, we realize that 
certain games will be more appealing 
to a certain market, even though the 
focus is for a worldwide market. A 
game like Nights to us has a more 
European flavor. If the game succeeds 
In appealing to that particular market, 
but does less well In others where the 
persona of the game does not match as 
well, that is acceptable to us. 


YN: Of course, we can keep creating 
Sonic or /V/g/rfS sequels. However, we 
want to show that that’s not all that the 
Sonic Team can do. It’s easy to stick 
with previous glories, but that Is not a 
very positive way of doing things. We’re 
aiming for another breakthrough. Also, 
Ohshima-san has always wanted to do 
a heroic-type game, so this Is a dream 
come true for him. 


YH: I do have several ideas in mind, but 
I must get patents before I can tell you. 
But yes, there are a number of ideas 
and some of them could coming your 
way in the near future. 


I^fi ULTnA jgr^rynefjtsLjers 


YN: Actually, I came up with so many 
ideas and features that it’s really 
Traveller’s Tales that must decide what 
finally goes Into the game. So they 
aren’t just producing a faithful recre- 
ation, they have to be selective by 
necessity. They certainly have con- 
tributed as many Ideas as I have. 


YN: From the very beginning, even 
before the Sort/c projects, I had it in my 
mind to do a racing game. After I had 
started working on the Son/c titles, I 
decided that I could naturally blend the 
two concepts, which eventually 
resulted in this project. What I wanted 
to do with Son/c /? was to mix some 
unique characters with the fun factor of 
a racing game. Since all the Sonic 
characters all possess the similar trait 
of running, the concept worked beauti- 
fully. But basically, I just wanted to do a 
racing game. 


YN: At this time, you can say that Sonic 
Is the ‘standard’ videogame. However, 
when the game was launched. It was a 
technological breakthrough because of 
the speed of the game. Each game I 
create, I want to be a breakthrough of 
some sort. 1 want to astonish the game 
player - that Is always the attitude that 
I start the process with. With my cur- 
rent project. Burning Rangers, I hope to 
achieve a similar Impact in the history 
of videogames. 


YN: Yes, Christmas Nights was meant 
to be a gift to the fans of Nights. The 
positive feedback from the fans Is our 
ultimate pleasure and gives us a emo- 
tional boost for our future products. We 
definitely would like to do similar treat- 
ments in the future. 


YN: Because of Ohshima-san, the 
artist. He possesses the talent to create 
such characters and Imbue them with 
an aura. His genius Is that he gives 
each character some charming flaw 
that makes them even more appeal- 
ing than If they were 
perfect in every way. 


YN: That level In Sonic Jam Is really 
like our research for a Sonic 3D action 
game. Practice, If you will. I just 
wanted to take the time to examine the 
fun factor and what I can actually put 
into that type of game. Instead of rush- 
ing the idea, I'm going to let it mature. 
In the meantime, I wanted to create the 
Sonic racing game while it was fresh in 
my mind. 


1 Sonic speeils 
along on this 
Hffpeoirt-llke track. 

2 Here’s Sonic and 
all his pals ready 
to race to the fin- 
ish. Guess who 
always wins... 
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It seems elegance, excitement, and 1 6 games of chance can actually fit Inside one video game. That’s right, finally a casino game has 
been created for the Sony PlayStation game console. Luckily that game Is the Golden Nugget, featured In Its opulent brass and marble 
environment. Saunter into this virtual Las Vegas casino, and play Blackjack, Craps, 7 Card Stud and more. And play them all with the 
odds and payoffs you’d really have in Vegas. You’ll also get to solve a mystery with Adam West. From your living room, no less. It’s just 
part of the privilege of owning Vegas, the one in the convenient take-home size. 
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LOOK FOI 
MARKED VIRGIN GAME 
PACKAGES FOR DETAILS. 
And C«l«brat« EUl-Capitol's oo 
with ih« Sale of the Ceniury-Coing 
on at Record Stores Everywhere' 


1996 VIRGN INTERACTIVE ENTERTAINMENT. INC. Al rights reserved Gotten Nugget e a re^stered 
trademarfc of GNLV Corp. db a Gotten Nugget Hotel and Ca^. Vagn is a regetered iraOemarh of Virgn 
Enterprises, Ud. The toUowng marhs are used vMh arthonzaton of IGT-North America “Royaf Fttsh" and 
'DouQte Oamond." Licensed by Sony Computer Enietlarment America lor use vMth the PlayStation game 
console. PlayStation and (he PlayStaiun logos are trademarhs of Sony Corrpjter Ereedannent Inc. The 
rating cons a trademark of the InteractrveOgAal Software Associalon Manufactured and pnnied U SA 
THIS SOFTWARE IS COMPATeLE WTTH PLAYSTATION GAME CONSOLES WITH THE NTSC UC 
DESIGNATION. U.S. AM3 FOREIGN PATENTS PENDING. 


Visif Your Locol Retailer 



www.vie.com 




T hanks! Thanks a niiiiian!l! Yes, yes, we know 
that’s what you’re saying. And believe us, we 
know we deserve it! After all. Just look at this 
previews section we’ve cooked up for your 
enjoyment! Now, take your time, don’t read too fast, 
and wait an hour before you go swimming (Huh?). 
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system: PlayStation, PC 


plhjsher: Eidos 


Don’t 
call Mr. 
Tambourine 
Man, we’ve 
get your 
monthly fix 
right here 


with much greater variety 
in textures, the levels 
really look different 
from each other. 


Y OU may have noticed that we’ve 
previewed Tomb Raider 2 aboui 
six times in the iast seven 
months. No, this isn’t because we are 
owned by Eidos or that they have reveaiing 
photographs of Mike from E3, aithough this 
is a smaii possibility. We are just damn 
excited about this game and want to fiii you 
in with every breaking detaii. 

To recap: Lara’s iatest adventure fea- 
tures outdoor terrains, different outfits, 
re-appropriated poiygons (fat in aii the right 
piaces if you know what i mean), iarger iev- 
eis, new weapons, new moves, and more 
human enemies. The most recent version 
we’ve been piaying gave us a chance to 
check out five new ieveis, inciuding: The 
Great ^aii. The Catacombs, Living Quarters, 
Keel, and Underwater, aiong with an 
updated version of Venice. Severai new 
beasts occupied these Ieveis and were 
unleashed in spectacular fashion. The most 
chilling scene yet is when we walked into a 
completely dark room and all we can hear 
are the moans of some nasty beasts. After 
lighting up a flare we found a switch and 
foolishly turned it to unleash a hun- 
reatures — 
poments like this 
certain to make 
Tomb Raider 2 a clas- 
sic, like the original. 

We also 
got a chance to 
swim with some 
nasty sharks, get 
attacked by 
hawks, and 
even get pum- 
meled by 
tattooed sailors. 
However, Lara is 
never defenseless, 
especially now that she 
has newer and better 
guns. The carnage and 
adventure in TR 2 make it the odds on 
favorite for game of the year. 


If you thought Lara was packing in the first game, well, this time around, she’s 
got an arsenal that would give her more than a fighting chance in a multi-player 
game of Quake. 


1 The M-16 lights up enemies with rapid fire. 2 Blowing enemies to bits is now 
possible with the grenade launcher. 3 Not incredibly fearsome, but the harpoon 
is extremely useful underwater Good thing Lara’s not afraid of heights. 5 One 
of Lara’s useful new moves is being able to turn around in the air, which is espe- 
cially useful in battle. 6 This level leaves you deep under the ocean looking for 
air and trying to avoid giant sharks. 
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concealed rooms and 
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/ hidden weapons abound. 
^ Fire-up your new Land 
i Chaser Superbike and battle 
% tons of Maverick Reploid 
Robots while mastering 
* f ■ new attacks like the Air 
’ Hover and Zero's Z-Saber 
Tactic. All told, it's the 
most X-citing X-ploit in 
the Blue Bomber's history. 

Truly, a 32-bit blast! 


■ W arning's greatest ^ 
m hero unleashes his i 
X-traordinary new powers 
on 32-bit systems! Mega 
Man X4 blasts light-years 
ahead of its predecessors 
with unrivaled graphics, 
vibrant animation and ^ 

a barrage of cool new 
features. For the first time 
you can play either as Mega 
Man X or his mighty partner 
Zero in two separate adven- 
tures. X-plore all-new X-Hunter 
levels, where perplexing 
passages, power-ups, 
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S ince the launch of the Saturn, 

Sega has always delivered at least 
one great fighting game for the 
holiday system and this year looks to be no 
exception. Based on the underachieving 
(probably due to poor distribution and pro- 
motion) arcade fighter from AMS, Last Bmnx 
for Saturn attempts to recreate the 
high-speed weapons fighting 
action for the home. The game 
features eight 'street thug' 
characters and one hidden 
boss character appropri- 
ately dubbed 'Red Eye' 
all with their own martial 
arts weaponry and com- 
pllmentary fighting ^WSiiPlIlpi 
styles. The action takes W ' 

place not in a standard B ' i 

ring, but rather on the 
mean streets of Tokyo (iron- 
ically enough, the game 
seems to have little or nothing 
to do with the Bronx) and features 
a more brutal fighting style than say, 

Virtua Fighter or even Fighting Vipers. 

After receiving an earful about the 
low-resolution graphics of Fighting Vipers 
and Fighters Megamix (especially after the 
high-res appearance of Virtua Fighter 2), 
Sega committed to making Last Bronx live 
up to past efforts, and fans of the game will 
not be disappointed with the results. As 
sharp as any fighting game on the system, 
the characters and backgrounds in Last 
Bronx look good throughout What’s far more 
interesting than the way the game looks, 
however, is the smooth weapons fighting 
engine at play in the game. Based on a 
similar control system to other Sega fight- 
ers, Last Bronx seamlessly incorporates the 
use of weapons such as nunchakus, the 
three sectional staff and standanf Issue 
police batons. ** 

The question with Last Bronx Is not 


pevB-Oper: Sesa (AfB) 


Last BronM 
trimm to hold 
down tho^ 
Saturn 
fighting 
gamm fort 


whether the game will 
deliver on its promise of high- 
speed, street-style fighting action, but 
whether the title will have enough name 
recognition to attract gamers in this all 
important buying season. Certainly from 
what we've played so far, the game will be 
well worth checking out, even if it's for the 
first time. 


ne clean graphics 
‘^^sf'Bronx a re ^fif$hly 
^ reminiscent of-tfte 
amazlnglypopular 
fff > r.VF^lof Saturpr. 


1>3 From Nunchakus to the Three 
Sectional Staff to the Big Mother 
Hammer, Last Bronx covers it all in 
weapons fighting. The only thing they 
left out was paperclips at twenty 
paces, but that’s OK. We do enough of 
that around the office anyway. 


1-2 The fighting action is set in 
some of Tokyo’s actual geographic 
hot spots. Where the hell is 
Godzilla, now that we really need 
him? Probably hanging out on 
Monster Island... 
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® Pilot a “Fuohikoma” tank through l<i 
huge 3-D search Se destroy missions. 

^Use its unique “go anywhere” capabilities 
to navigate floors, walls Se ceilings. 

^Brlef yourself with over 10 minutes of 
original, theater-quality animation. 

Visit your local retailer or call 

1 - 818 - 888-8167 for orders only. 

www.thq.com n[|T|1 

© Shirow Masamufiefl<o(Jansha Ltd. © 1997 Sony Compuler EnterlainmenUncjKoten^ ■ ■ j 1 1 1 















f PIMirFv ^ 





§ \mmf ^gdi 

F uffi Hn 













1 If you've been to the LA airport 
you'll recognize the inspiration for 
the Earthquake track. 

2 The variety of tracks is excellent. 
Here, our racer Is about to plow into 
a herd of the finest sheep ever 
cloned in Scotland! Hoots, man!!! 


ro 


M 




espite the tact that it came on 
slowly and without much fanfare, 
Jet Mote has been one of the 
more popular titles since Its release last fall 
— it was a Top Ten seller on PlayStation the 
first six months of this year as well. So It's 
no surprise that Sony and SIngleTrac have 
decided a sequel would be a nice Idea. 

Basically, the title offers more of the 
same, but with Jet Mote, that's a good thing. 
The premise behind the game (which seems 
to be set in the same 'world' as Twisted 
Meta!) is that you're a member of a Jet Mote 
racing team. 

What's a Jet Mote? Picture a combi- 
nation of motorcycle, hovercraft, and jet-ski 
and you've got a pretty good Idea. The 
physics model In the game is totally realis- 
tic, so it takes a little while to master the 
controls, but once you do, cruising through 
the obstacle and shortcut ridden, non-tradi- 
tlonal courses (like a ruined, flooded city, 
complete with plane wreck) is a blast. 
There are also special poles that you 
can grab with a magnetic grapple 
to make sharper turns. 

SIngleTrac has defi- 
nitely made some 
improvements over last year 
— the graphics are far 
better, with no seaming 
or tearing, and there 
are much more 
detailed texture 
maps. We also 

■ - found, even in our 

preview copy, 
that the control 
was easier. 

What isn't easier 
(thank God) are 
the tracks; there's 
Just as much hard- 
core challenge here as 
In the original, and the 
track design, which many felt 
was the best feature of the first game, is 


There are sUII broken road courses, but they're 
a lot tougher. 


SYSTErt PuyStation 


PUeaSHER: SCEA 


developer: SingleTrac 


RELEASE date: DECEBBER 


still totally top-notch. There are also many 
new racing options, beyond the original 
‘points' rankings. Including an 
elimination tournament. 

Sometimes you want sequels that 
really push things forward, but once In a 
while, there comes a title, like Jet Mote, 
where the original was so good that to try to 
make radical ‘improvements' will just mess 
things up. Thankfully, SIngleTrac realized 
this, and while they tweaked some things 
(like the graphics and control), they left the 
game's best assets — • the awesome tracks 
and intense feeling of speed — alone. 


These lava flows will pull your 
Moto to one sMe. 


In a desperate bid for attenthm, 
this racer slams his bike into the 
river bank. 


The unlikely 
hit racing 
game from 
SingieTrae 
has a sequel! 


The water 
kKrics much 
better this time. 


1 The track backgrounds are much 
more detailed. 2 Turbo is measured 
with a meter, not with specific 
charges. 3 The action is totally intense 
up-close. How many street gangs do 
you think it took for the developers to 
get that graffiti looking just right? 

We’d guess about 3, with allowances 
for rumbles and arrests... 
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www.thq.coii! 


Visit your local retailer or call 
1-818-225-5167 for orders only 


Versts ® en<t ™ 1997 THQ inc. PtayStaiton end PIsySuition loQOS are 
Irademarks of Sony Computer Enteralnmenf Inc. All tights reserved. 


Name: 

Mia 

Age: 

19 

Height: 

Nleasufements: 

36-24-36 

Occupation: 

Rave BJ 

Fighting 

Technique: 

Pi-Kua Kung Fu 

Home Turf: 

The "■ 


Streets 


gameplay 


Tons of kickin’ 
allernalive rock tunes 


True ' 

Join the BrawJ in htovember 


fjahlers - 
^ True Turf 





sonic r 
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Sega is registered in the U.S. Patent and Trademark Office. Saturn and Sonic R are trademarks of Sega. ©1997 SEGA, P.O. Bo* 8097, Redwood Ci^, CA 94063. Alt fights reserved. 
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publisher: Accuin 


developer: Probe 


RELEASE date: NOVEMBER 


aking a splash as a Nintendo 64 
racing game Is getting more 
difficult as time goes on. 

Several excellent racers are in development 
for the system, but Extreme 6 should stand 
out because of Its blistering fast action. 

Before they race, players can choose 
from a variety of futuristic looking cycles, 
each with its own handling, acceleration, 
weapons, shields, and velocity 
characteristics. Once the correct cycle Is 
selected, the race is underway, and from 
that moment forward, its simply a matter of 
holding on for dear life. 

Its not only the speed that makes this 
game unique, but also the use of three 
dimensional tracks. This title features 
enough steep climbs and precipitous drops 
for an amusement park 
roller-coaster. If that 
wasn’t enough, 
many tracks 
Include 
monster loops 
and twists that 
will have 
players tossing 
their cookies all 
er the place In no time. 

Each track is unique 
and exciting enough to 
give players a reason 
to come back time 
and again. Every 
drop and curve is 
enhanced by 
graphics that 
are as breath- 
e 

The 

game also does 
an excellent job 
squeezing a techno 
soundtrack from the 
Nintendo 64 cartridge. 

The multiplayer mode lets up 
to four players race together on one 


Steep secHons like this are a malor part of 
each track. 


screen. In both this and the single player 
mode, power-ups can be collected along the 
track, adding weapons to each vehicle. 
These weapons and power-ups create an 
entirely new level of strategy for the game. 
With Its speed, strategy, and multiplayer 
options. Extreme 6just might be the 
Nintendo 64 answer to Wipeout XL. 


Watch for other racers to shoot 
through this pipe. 






Racing on 
the 

Nintendo 
B4 doesn’t 
get much 
faster 
than this 


Nofacing drcuit Is com- 
plete wtthout a giant ' 
skeleton tunnel. 
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1 Each weapon straps onto the back 
of the cycles, letting players know 
exactly what titey currently have. 

2 Turbo boosts make a ridiculously 
fast ride even faster. There’s nothing 
like blacking out from high gee 
forces. Yeehaw! 


This double loop reminds 
players why the game Is 
called Extreme G. 


In case 
you were 
wondering, this 
Is straight down. 


1 Player one has an advantage m 
three-player races. 2 The two-player 
mode gives both racers a wide field 
of view. 3 Weren’t these the bikes 
used in rnm?Well OK, maybe the 
bikes weren’t, but we’re pretty sure 
those tires were in the movie! 
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. Saturn SootbKJ^^ 


www.segaxom 



Why should the military have all the fun? Now you too can blow people away from across the country, Saturn NetLink 
brings full screen, full speed online gaming smack dab into your sweet little home. When you’re done kicking long 
distance butt, surf the net, trade e-mail, or chat with others through the Netlink Browser* And now you can score a Saturn 
Netlink with two bonus games tor a piddly $99'’-^'.' Remember, someone, somewhere, wants to take you out. Get them first. 

Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn, Sega Rally Championship and Virtual On are trademarks of Sega. Daytona USA is a trademark of the International Speedway Corporation, used under license from Daytona Properties, 
Salum Bombermaniiggy HUDSON SOFT. All rights reserved. Exclusive manufacture and distribution by Sega. Duke Nukem™ 3D ©1996. 1997 3D Realms. All Rights resen/ed. Created by 3D Realms. Published by Sega under license from GT Interaclive 
Software Corp. Duke Nukem"' 3D is a trademark of 3D Realms. GT'" is a trademark and the GT logo® is a registered trademark of GT Interactive Software Corp. ©1997 SEGA. P.O. Box 8097. Redwood City. CA 94063. Alt rights reserved. 

‘Must establish Internet account at additional cost to access Internet. ‘ ‘Manufacturer's Suggested Retail Price - Prices May Vary. 






(HEY, IT'S CHRISTMAS. 


"Tekken 2 is the best...no contest." 
-Game Players August '96 



"Tekken 2 is THE can't-miss PlayStation game 



of the year!"- Game Players September '96 

t 

"This game is a must buy for anyone 
who owns a PlayStation (novices and 



fanatics alike)." - PS Extreme September '96 




© 1994 1995' 1996 Naiiico Ltd. SOULBLADE' 


& © 1995 1996 Namco ltd. All Rights Reserved PlaySlalion and ihe PlayStation logos are trademarks ot Sony Computer Enterlainment Inc. 
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www.namco.co 


The ratings icon is a trademark of the Interactive Digital Sottware Association. 








EVER BURY THE OWE YOU LOVE IW 
A MATCH BOX? THAT'S ALL THEY 
LEFT OF HIS SISTER. 


FOR SLATER, EVEKJIWe THE 
SCORE WASW'T VEWSEAWCE, IT 
WAS SIMPLE JUSTICE. 


AMP IT WAS TIME FOR THE 
EXECUTIOKJER TO PO HIS WORK. 


see you 

IKJ Hsa! 


Psygnosis and the Psygnosis logo are trademarks of Psygnosis, Ltd. ©1997 Psygnosis. Ltd. All rights reserved. 








, SUATER L 
RETURKi TO 
FORMA TIOW!! 


THERE. OW 
THE HORIZOM! 


HOl-y 

MOTHER 

OF....!.» 


BEFORE THEM, A CORPORATE WARBIRI7, 
A FUYIM© CITY OF PEATH, COIC AMP 
BLACK, WITH EWOUOH FIREPOWER TO 
TAKE OUT THE EKlTIRE POME. 


FEAR. LIKE FIWSERS OF ICE AMP TITAMIUM 
WRAP AROUMP SLATER'S HEART- 
SOUEEZIMS, SOUEEZIMS, SOUEEZIMS... 


G Police 


amazing-looking titles ever seen 
on the PlayStation." 

I liiclionic GamiiJi) MunllUv 


You are Jeff Slater, 21st Century 
cop. Fly your Havoc gun ship on 
35 missions through 51 of 
Callisto's domed environments 
You have fly-anywhere 360 
maneuverability and tons of 
firepower. Serve & protect 


















THE OFFICIAL TRANSLATION OF THE #1 ARCADE SMASH! 


CAPCOM 


SUPER HERnES 




It's Super Hero vs. Super- 
Villain. Super Hero vs. Super 
Hero. Super-Villain vs. Super-Villain - 
you get the idea. Now Marvel Comics' 
most amazing characters battle it out 
head-to-head on your MayStation game 
console and Sega Saturn. Punch-for- 
punch, an incredible translation of the 
#1 orcade blockbuster. You'll enter the 
world of Marvel as your favorite 
Super Hero or Super-Villain - 


Wolverine, Spider-Man, 
Magneto, Captain 
America, The 
Incredible Hulk 
and many more. 
Master all their prolific powers, lethal moves 
and multi-hit combos, with each blow 
animated in such detail you'll flinch in pain! 

Marvel Super Heroes. 

All other fighting games are 
mere mortals. 

mm.capconi.com 


MARVEL SUPER HEROES TM &©1997 MARVEL CHARACTERS. INC. ALL RIGHTS RESERVED. © CAPCOM CO.. LTD. 1997© CAPCOM U.S.A., INC 1997 ALL RIGHTS RESERVED. THIS VIDEO GAME IS PRODUCED UNDER LICENSE FROM MARVEL 
CHARACTERS. INC. CAPCOM is a registered trademark of CAPCOM CO.. LTD. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises Ltd. 








GRRiTIWiPBUD: 


C oming on the heels of the suc- 
cessful Andretti Racing and 
Formuia 1, CART Worid Series \s 
Sony Interactive’s iatest foray into the dri- 
ving genre. This team created Raiiy Cross, 
and now is focusing on making a reaiistic 
simulation of the indy Car circuit. 

CART uses reaiistic effects 
iike drafting, car adjust- ^ 

ments, gravei resistance, 
and pit-stops to make 
a racing game that is 
much more than 
just flooring it. The 
game inciudes a 
spiit-screen, 
head-to-head 
race or a 
option for those 
with extra 
PiayStations and 
TV’s, but the focus of 
the game is on the 1 7 
races and points stand- 
ing in the circuit mode. 

Through the season, you can 
create your own driver or choose to 
be top drivers iike Michaei Andretti or Bobby 
Rahai. Each of the drivers performs for its 
reai iife teams iike Penske, Newman-Haas, 
and Rahai, and the Al assures that driver 
personalities wiii come into piay, meaning i 
aggressive drivers like Tracy wiii cut off dri- 
vers and attack the course, whiie 
anai-retentives iike Rahai will run a clean 
and cautious race. 

Beyond being a realistic simulation, 
CARTis one of the best looking driving 
games we’ve seen. The graphics are smooth 
and the high-frame rate allows for a deep 
sensation of speed. The only drawback to 
CART\s that almost all of the ten tracks are 
big ovals. Fortunately, road tracks like 
Laguna Seca break up the monotony of tum- 


SYSTEMS PUYSTAHON 


developer: Sony Interactive 


RELEASE date: NOVEhEER 


rlllrirullB 


The 

ultimate 
Indy Car 
aim 

prepares to 
race circles 
around the, 
uh... tracks 


Creating tracks 
from the actual 
blue-prints 
ensures a certain 
level of realism. 


The smart camera pulls back 
when it’s necessary to reverse. 


ing left over and over 
again. The key to this 
game is mastering drafting 
and passing techniques just like the 
drivers have to do in real life. This should be 
one of the better driving sims this year, but 
the variety and polish of Formula 1 still looks 
to be king. 


Drafting off the other cars Is the 
best way to pick up speed. 


LookI It’s Steve McQueen doing 
stunt tricks! 


With 20 cars on the track, there 
Is plenty of compe ti tion. 


Our own form of testing Is 
to drive directly Into the 
traffic and see how bad 
you can mess up that nice 
polygon car. 




1 flJLUb 

a.Bjmiin 

le riTTmDi 


Turn left, you idiot! 
Almost all of tracks 
are oval, meaning it 
doesn’t take a 
rocket scientist to 
find your way. 


Then you have to pick a spot to 
pass, and then get back in line, kind of 
what it’s like at the DMV! Many of 
the real drivers are included, but 
there’s no Dick Trickle! We want Dick! 
After all, what other driver captures 
that good old boy, trailer park, beer 
and bowling ambience? 


iBTIRn FITTPflLDI 


enome: 

C^'>COSWOtT 

TiftES: 

chassis: 


This is a game that everyone 
who has electricity in their mobile 
home has to have. The replay 
camera is an awesome way to 
watch a race. 


ftCPLftV 
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In Racing There Is 

Only One Position 


NINTENDO.^'' 


""An FI simulation 
with no equal. , , ™ 

. GameFan Wagmine ||| 

"...exceBtiono* *«mes 
of animation. 

- EGM2 


16 Tracks, 22 Drivers, 11 cars... 

Pure Pulse-Pounding Formula One Action! 


NINTENDOP^ 


Ubi Soft www.ubisoft.com 


FORMULA 1 


WORLD 


©1 997 Ubi Soft Enterfoinment. All rights reserved. An offidol product of FiA Formula One World Championship licensed by Formulo One Administration Limited 
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pubusher: AcnvisroN 

developer: Activision 

RELEASE date: FEBRUARY 


Hever have figured out how 
these platfoims 


Y ou know, Pitfall Harry’s vine- 
swinging, croc-head jumping 
adventures have been a staple of 
videogames since it first came out on the 
Atari 2600. For each system thereafter, 

Harry has appeared in a different adventure 
with the same basic premise, avoid the 
crocs, scorpions, and pits while trying to find 
some ancient treasure. In these respects. 
Pitfall 3D is no different, however, the 
appearance and actual play mechanics have 
undergone changes due to the 3D nature of 
the game. 

Let there be no mistake. Pitfall 
30 plays nearly identical to its ear- 
lier incarnations. In fact, the 
most impressive element of 
Pitfall 3D is how it plays and 
feels like a traditional 2D 
platform game. The tight 
control, fast action, and 
constant jumping keep the 
action focused and intense, 
as opposed to the more 
sparsely populated nature of 
most 3D games. By the same 
token, the graphics in Pitfyll 
3D don’t have the depth and 
variety that games like Tomb Raider 
2 possess. 



1 The camera gets much closer to 
Harry. 2 This translucent chemical 
makes you float above the ground. 

3 They actually motion-captured Roger 
Burchill to achieve the slow moving 
motions of the rockmen. 


Vine swinging is a trademailc in Pitfall 
gaifies, but the ability to swing into the 
ttiM dimension is a new one. 



Tj^ENCHES 

The downside: 


THE tJLANK. 











SheU break 

Y0UR HEART. 

Crush YGURBOHES. 
Kjckyou inT 0 

A LAVA PIT. 

Theii she'll sheer 

ATYGURWEAPGH. 


(Ahd she's onE OF THE nicE ohes.) 


Its Macc - TEc Dirk Age. Tlie most grAphiallg stunning 3D fighting gime to 
ever come home. In fact. Next Cenention sags, "Mace is well on its wag to being 
the best 3-D pghting game for Nintendo 04™. There are 10 death-seeking 
adversaries, two devilishig difpcult bosses and seven hidden characters. Each one 
with a deadig wapon or two and so mang moves and combos that goufl need a 
high pain threshold just to watch. A word to the wise! if gou're getting gour face 
kicked in, we suggest gou hit the 3-D Dodge Button - it might just save gour butt. 
Not to mention gour life. 


EVERYTHinC'S A WEAPOa 









T he release date for Eidos’ action- 
oriented Fighting Force keeps 
inching closer and closer to being 
fully realized, and we’ve been consistency 
impressed by the additions and improve- 
ments that we’ve been seeing. With a 
gaggie of new ievels and enemies to battie 
through, not oniy does Fighting Force seem 
iike it’li push the iimits of the gamer’s skiiis, 
but aiso ali the technoiogicai iimits of the 
Playstation and Saturn. 

The environments continue to be 
completeiy interactive, ailowing 
you to do everything from 
thrashing a soda machine to 
blowing up gates with 
bazookas. Not only does 
this feature promise loads 
of depth in gameplay, but it 
also hints at some reveia- 
tions in control. With the 
capability for a two-player 
coop mode, as well as four 
different characters to choose 
from. Fighting Force may keep 
Core and Eidos on the videogame 
map long after the Tomb Raider rush. 


system: PuyStatioh, Saturn 


publisher: Eidos 


developer: Core 


RELEASE date: DECEMBER 


The mall level features some 


about a 



Using miscellaneous 
objects to whack ^ 
your foes around can 
inspire you to do a 
little creative 


your surroundings. 




PIciyStdtion 


Shipwreckers! and the Psygnosis logo are trademarks of Psygnosis Ltd. 
• 1997 Psygnosis Ltd. All rights reserved. The PlayStation logo and 
' PlayStation'' are trademarks of Sony Computer Entertainment Inc. The 
ratings icon is a trademark of the Interactive Digital Software Association. 


hits your lips as you 
deep blue. The frigate 
the plank bobs. Will this 
be the end? Welcome to Shipwreckers, 
on the high seas at its swash- 
buckling best. Wield flame throwers 
and hurl lightning bolts as you man 
cannons and command great vessels 
under the Jolly Roger. Battle one 
five other players. The rewards are 
great, the puzzles daunting and the 
excitement high— just watch your step, 
is a cruel mistress. 


Visit www.psygnosi.s.com and enter the 
Shipwreckers Treasure Ouest Sw'cepstakes. 


PSYGNOSIS 











Here’s the most bizarre sea creature 
of all, the Sea Horse. Sting Rays, 
Turtles, and all the creatures under the 
Sea are recreated with some awesome 
polygonal models. 




T he recent trend of submarine 
games continues, but this time 
with the heip of souped up 3D 
cards. Sub-culture puts the piayer behind 
the wheel... err... rudder of a mini-sub and 
sends them off on an underwater adventure. 
The 3D accelerated graphics are astonish- 
ing, with amazing visuals and giant fishies. 
The polygonal underwater creatures are all 
polygonal and feature incredible motion. 

The detailed underwater environment 
makes just cruising around in the sub a joy 
in itself, but mission based gameplay and 
hordes of submerged foes ensures 
plenty of action as well. The early 
portion of the game places the 
player in an ocean, but later 
action takes place in an under- 
ground sewer. No matter where 
you are in Sub-cultureVne 
graphics are brilliant and if the 
missions turn out well then this 
could be the game that puts 
Criterion on the map. 


SYSTEHS PC 


RH-istCR: Ubi Soft 


miveloper: Ooterion 

RELEASE bate: DECEMSER 


Lighting effects give the 
game a decidedly 
underwater look. 


SUBIGUbTiU^E 




The game looks better than its 
predecessor and will be packed full of 
the weird atmosphere that made D a 
hit. Some things will be clarified that 
were pretty vague in the first game. 

The puzzles have been improved this 
time around. 


http: //WWW. ultragp.com , 
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M ysf was one of those games you 
either loved or hated. The point 
and click interface was open to 
question, but the superb graphics were not. 
The puzzles were either fun and logical, or 
convoluted and annoying, depending on your 
perspective. One thing that was always a lit- 
tle shaky, was the plot, which didn’t so 
much unfold, as spill out. 

Well, the team responsible for Myst 
has been hard at work on the sequel, Riven. 
It’s expected that this sequel will sell in vol- 
umes of sickening size. 

Many people expected Riven Xo take a 
better-looking, real time, 3D approach, 
but not the creators of Myst. They 
are apparently still trapped in a 
world of hypercard and 
Macromedia director, since the 
game’s format will be pretty 
much identical to the original.. 
Sound business sense, but 
hardly a creative leap. 

Anyway, the good 
news is that you can walk around 
on another big creepy island, solv- 
ing drawn-out, time-consuming 
puzzles until your heart’s content. I’m not 
over-enthused about the prospect - but hey, 
what do I know? 


systeh: pc CD ROM 


PUEUSHER: BtODERBUNB 


developer: Cyan 


RELEASE bate: FALL 


■ 


Sure, the graphics are nice, 
but they are pre-rendered 
stills, with some 
animation 


and scrolling. 


mm 








Microsoft 


Where do you want to go tod 


Hr 


inferiority 


of their 


best friends 


Most people 


© 1997 Microsoft Corporatioa All rights reserved. Microsoft. Sidewinder. Where do you want to go today?, Windows and the Windows logo are registered trademarks of Microsoft Corporation. 


enjoy the 


Game Pact 


WWW, microsoft.com /sidewinder 


- lord Chesterfield 


Compete head-to-head. Surrender nothing. 

The Microsoft SideWinder game pad brings the action of video game play 
to the PC. Now, as many as four of you can play Windows 95-based games by 
daisy-chaining these pads together without losing any functionality. Only SideWinder 
game pads do this. 

Map complicated, hard-to-remember multi-button moves to a single button for 
execution of lethal maneuvers. And it's a perfect fit for hands of all sizes, letting you 
keep a solid grip and making it easier to use any of the buttons or triggers. So, the 
more SideWinder game pads you own. the more friends you can take advantage of. 








Typical goons like this litter the 
screen on a regular basis. The FMV 
scenes help explain the story of 
Sub'Zero. We’ll give you a hint, 
’Rosebud’ is a sled. Who would have 
thought Mortal Kombat^ most vicious 
character would follow in the 
footsteps of Mario? 


Typical goons like this litter the 
screen on a regular basis. The FMV 
scenes help explain the story of 
Sub'Zero. We’ll give you a hint, 
’Rosebud’ is a sled. Who would have 
thought Mortal Kombat^ most vicious 
character would follow in the 
footsteps of Mario? 


EES 


system: PuyStation 


pubqsher: Miduay 


developer: flllXllAY 


RELEASE date: NOVEMEER 


goes 
solo, 
but can 
he make 
it alone? 


Big boss 
characters 
are typIcaHy 
placed at the end 
of levels and off^ up a 
serore diallmige. 


If the enemies don’t get you, then the traps 

are sure to ‘stick’ it to you. ^ ^ 

> 


DEMO MODE11B 


— I 

I 


leO. HITS 2 
Pei5IENC€ 3 


T he infamous (and quite weaithy) 
creators of Mortat Kombatfnave 
spiit up to create two separate 
games. Whiie Ed Boon went to work on 
turning MK4 into a 3D fighter, John Tobias 
has been working on Mythologies. The 
game features Sub-Zero as the 

protagonist in what can best 
be described as a gory 
platformer with hints of 
Final Fight 

The adventure takes 
place before the first 
Mortal Kombat and gives 
you a deeper look into 
Sub-Zero’s shady past 
This off-shoot of the 
Mortal Kombat series is 
similar in style, but has 
made significant changes in 
gameplay. Sub-zero 
maintains all of his icy 
maneuvers from the arcade 
and the gore and dark tone 
is in place as well. The 
big difference is that 
players have to navigate 
the frigid ninja through 
hordes of enemies 
and manage to leap 
from one floating 
platform to another 
while avoiding 
deadly traps. 

The digitized 
characters are 
nearly identical 
to Trilogy and the 
motion-capture 
hasn’t changed at all, 
but the developers have 
managed to jazz up the 
special effects to make the 
game more visually appealing. 


No worries, deaths In Uylholagles are frequent 
and fairly disgusting. 


Ultra GP broke the story on 
Mythologies in our July issue and just 
recently, we got an opportunity to play 
through a more finished version. While the 
game isn’t finished, it is quite obvious that 
anyone who is a fan of Sub-zero or Mortal 
Kombat is going to love this game, which is 
a good thing. With as many characters as 
there are in the MK series, this Mythologies 
title could be a veritable gold mine! 

However, it remains to be seen if 
Mythologies can stand on its own as a 
decent platform game. 


■CMH' Who are we kidding? Tlds 
guy would never say anything 
like that! 


‘Ice to meet you’ Ouchl That 
hint! Looks like you better sand 
us to the punRentlary! 


The special effects enhance the 
look of the game and are much 
better than those in the MK series. 
These two shots show that the game 
of golf originated in tfie outworld 
and only spawn of Hell play the 
damn thing! 
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You WANT TO BE A HERO? 


Dogfight bogies and 


HEAD IN TWO-PLAYER COM 


BAT IN STUNNING GRAPHIC 


CONTENT RATED BY 

ESR D 


THE EARTH YET AGAIN 


FAST ACTION THAT 


Designed For 
N64 Rumble Pak ‘ 
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the Rumbtr Pak are trademarks of Nintendo of America Inc. i>1996NHifen<-lo of America Inc. 


JOIN THE BATTLE IN THE 


ONLY GAME THAT MATTERS, 











Test Olive 4 races take place on 
cross country road circuits. 


The TVR Cerfiera is one of the 
douhle digit number of itdes 
available In the game. 


DRilViE 


9 


W ell, it looks like there’s going 
to be more racing games than 
pissed-off union elves this 
Christmas, which Is good news if you’re a 
racing or automobile enthusiast. The prob- 
lem isn’t just going to be distinguishing the 
good from the bad, but also figuring out 
which game Isn’t Just going to give you the 
same old thing. 

From our latest look at Test Drive 4, it 
appears that the game has a lot going for it 
and offers a slightly different tack from your 
usual videogame offering. Unlike most 
racing games. Test Drive 4’s track’s aren’t 
circular courses that have the player going 
around and around, ad infinitum. Each of the 
six courses in TD 4 are more akin to Rally 
tracks that have racers navigating from 
point A to B with a wide variety of differing 
landscapes in between. Players will follow a 
designated path that will have them racing 
across the countryside and through 
cities as well. Each environment will 
be distinctly detailed with recogniz- 
able landmarks and elements like 
cross traffic and roving police cars 
to ensure that each racing 
experience is unique. 
Although the tracks 
in Test Drive 4 are 
visually tantalizing, 
it is really the 
cars that are the 
stars of the 
show. So far, ten 
cars from the 
super and 
muscle car 
arenas have 
been licensed and 
included in the 
game. Each of the cars 
are rendered with exquisite 
detail and feature distinct and accurate 
performance and handling characteris- 
tics. Including hidden cars, there may be 
as many as two dozen cars included in 


Test Drive 4’s exquisite graphics make It an 
Instant contender In the crowded racing genre. 


the game when ail Is said and done. 

A peak at the PC version of the game 
revealed even more beautiful graphics, with 
the 3Dfx-enhanced version of the game offer- 
ing eye-popping visuals. Even as good as the 
one-player game looks and plays, it will really 
be the multi-player mode that we will be 
looking forward to. The PC version of the 
game will support up to eight players while 
PlayStation fans will have to content them- 
selves to two-player link cable play. 

Comprised of the core team behind the 
Destruction Derby series, Pitbull Syndicate 
appears to have produced another 
entertaining racing game. 


system: PuyStahon 


PUa-ISHES: Accouce 


developer: Pitbux Syndicate 


RELEASE date: NOVEMBER 
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Super Cars 
Vs. Muscle 
Cars - you 
can’t lose! 


Even In areas 
like tunnels, 
exquisite light 
sourcing livens up 
the visuals. 










The environments of each of the six 

tracks have their distinct flavor and 

visual appeal. The San Francisco 


track is looking mighty impressive, 


but will it be good enough to compete 


with the likes of San Francisco Rush? 


Touches like skid marks and realis- 


tic smoke effects round out the 


graphics nicely. 
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SEVEN SUPER-SOLDIERS 
ELEVEN REAL-TIME COMBAT MISSIONS 
A THOUSAND GENETIC MUTATIONS 
A MILLION WAYS TO DIE 


They’ll learn new strategies, 
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US to its Redmond, 

Washington, HQ 
to see a never before 
announced N64 game, i mean, 
keeping N64 games secret is 
iike hiding your cards in a 
game of Solitaire. The 
N64 is darned short of 
games. Diddy Kong’s 
Racing is all set to [ 

address that issue, but is 

All of Nintendo’s big 
titles for Christmas have 
slipped. Zelda, Banjo, Yoshi's 
Story and the 64DD are all now due in 1998. 
Diddy Kong win launch in November (we 
should have a review next month). 

The good news is that it rocks. Having 
played it extensively, we’re in the unique 
position of telling you that the game has 
lasting power, even at this preview 
stage. As you’d expect from 
' > Rare, the presentation and 
graphics are peerless. 

' Polygonal characters 

and vehicles make 
this look a a 
lot better than 
Mario Kart 64. The 
^ backgrounds, too, 

are beautifully 
rendered, with 
JHB cool lighting 

effects and 
some of the 

nBpV nicest, sharpest 
textures on the 
Nintendo 64. 

The environ- 
ments are pretty darned similar 
to Mario Kart, with snow, grass and a 


More Kart 
than Mario, 
more 
Monkey 
than, uh... 
a barrel 
o’ monkeym 


beach 

being especially 

reminiscent of scenes from that game. 
The big difference, though, is that you’re not 
confined to cars. Hovercraft and planes also 
make an appearance, affecting the game- 
play dramatically. 

Although Diddy Kong is the star of the 
show, other characters make appearances 
to spice up the action. These include super- 
violent, maniacal tough-guys like Tip Tup 
The Turtle and Pipsy The Mouse. Other Rare 
stars, like Banjo the Bear, Conker the 
Squirrel and Krash the Kremling, are there 
as well. 

There are at least 20 courses in the 
game, but with interesting shortcuts and 
hidden bits, the game promises to be more 


Ice affects the handling of the 
cart, but doesn’t have too much 
effect on the plane. 


Evidently, rtveis In 
biddy’s country are 
extremely shallow. 
Indicating 
a drought 


The graphics are a result of 
Rare’s leading edge technology 
and Include spectacular lighting. 


tlwid 1^ sqai«4^M 
In thd badcgitiundm 
wtieri we get plywood 
and pegboani! 


1 Turbo boosts and magnets are just a 
couple of features you’ll use to shave 
seconds off your best times. 2 And 
Mike said, ‘Hey, isn’t that the ice track 
from Mario Kart 64? 3 The prehistoric 
level has more than its fair share of 
terrestrial and aerial terrors. 


1 The two player split screen mode 
is slightly better looking than the 
four, and certainly it’s easier to see 
what’s going on. 

2 Like Mario Aa/t before it, Diddy 
features a very useful four player 
split screen mode for both racing 
and fighting. 


system: Ntnienm yi 


■ intendo just ^ 

pihjsher: NimENBO 

loves to surprise us. Just 
■ think how baf- 

fled we were when the 

ieveloper: Rare 

RELEASE date: NoVETBER . . 

■? 

Japanese giant invited 
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than just another stab at Mario Kart That 
said, the game does include wacl^ 
weapons and a battle mode of sorts. 

Nintendo is heavily pushing the 
adventure aspect of the game, tatdng 
hidden paths can lead to new 
characters and hidden power ups. 

This freedom of movement distin- 
guishes the game nicely from other, 
more linear racers. 

All in all, a pret^ looking, addictive 
and fun addition to the genre and probably 
one of the biggest selling games this 
Christmas (we predict). 


Ihe tracksMe objects are 
very detailed, as this 
quaint little 
town demonstrates. 


Wow! The four player mode Is 
really, uh... loura llsclous! 


DejaVu 


And the two player mode really 
doubles your pleasure! 


Hmm, I wonder if the people upstairs are 
running out of ideas, it seems to me that the 
recent crop of Nintendo announcements and 
releases has been lacking in variety. There 
are Doom clones galore, platform games 
aplenty (Banjo, Conker's Quest, Mario and to, 
a lesser extent, Bomberman) and the fact 

that Nintendo should rep- 
resent itself with a 
clone of its own 
game is bizarre, 
because you don’t 


have to be a nuclear sci- 
entist to know that 

Diddy Kong Racing ' J 

looks exactly like 'T 

Mario Kart 64. 

In fact, the > 

only innovative 'I 

game even ^ 

remotely on the hori- tf ii 
zon for the N64 is the 
legendary Zelda 64. It’s 
also becoming apparent that 
Nintendo 64 development and manu- 
facturing times are leading to massive 
delays. Diddy Kong Racing vias picked 
last moment to replace Banjo 
Kazooie in Nintendo’s holiday line 
up. It’s our guess that they would 
have held this release off for months 
had Banjo not sailed past its due-by 
date. Mario Kart 64 is still selling and 
this’ll be competing for shelf space. 


Here Evil Bear files a napalm 
strike over Santa’s village. Sorry, 
gang, no Christmas this year! 


at the 


Apparently, this woodland 
creature Is racing for either 
Satan or Gait’s Junior. 


After sacrificing several of his 
woodland friends, the Evil Bear has 
taken first place! 

2 Listen to the maniacal laughter as 
Evil Bear runs with the Devil... 


\Wr ^ 
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1 The ‘through-the-window’ shot 
is reminiscent of some of the cel- 
luloid horror classics, like Friday 
the 13th, and will keep gamers on 
the edge of their seats 

2 Hmm... a pool of blood dripping 
from the ceiling? If only Barry 
were here, he’d give us a really 
lame explanation. 


Ah, here’s the cause! It’s a 
mutated mound of bloody 
flesh. No big deal. 


Those zombies ate aiways look- 
ing for dally afflimation and the 
occasional headlock. 


SYSTEn: PlayStation 


publisher: Capcoh 


developer: Capcom 


RELEASE date: JANUARY 


The only 
game scarier 
than our own 
home-grown 
horror. 

Bill Donohue 


W hen Capcom strolled into our 
offices, offering up bageis and 
dangiing the Resident Evil 2 
demo, you can bet aii operations shut down 
immediately tor the event. Undoubtedly the 
hands-down, most anticipated game of eariy 
‘98, everything from the graphics to the 
environments seems to have been 
overhauied for RE2. Dramatic iight- 
sourcing, an incredibiy spooky, 
but beautifuliy orchestrated 
soundtrack, tear-inducing 
character detaiiing, and, of 
course, glorious galions of 
gore were aii unveiied in 
only the first five percent of 
the game! With pre-ren- 
dered backgrounds (akin to 
the gorgeous backdrops in 
FFVii)Vhat still allow interac- 
tion, /?£2 surpasses not only its 
namesake predecessor, but the 
majority of the titles that have yet to 
come out. 

But enough about the graphics, what 
about the gameplay? The controls have been 
refined, with intelligent and cinematic cam- 
era angles, some new moves and 
techniques (like climbing) have been 
added to your character’s repertoire, and 
enemy Al has been stepped up to make sur- 
vival a more challenging goal. What does 
this mean in the game? It means that you 
won’t be able to take zombies and various 
down as easy as you’d like to 
think. This also means that they’ll have more 
capabilities (no more undead Forrest 
Gumps!) in disposing of either of the two 
playable characters. Puzzles and item col- 
lecting missions are more integral to 
traversing the various sites of Raccoon 
City, while character interaction 
seems more frequent and important to 


This scene gives a 
whole new meaning 
to the saying: ‘I 
wouldn’t want to 
meet them In a dark 
alley.' Luckily, Leon’s 
packing heat. 


the progression of the 
game’s storyline. 

The demo of the game that we 
were able to view is slated to be packed in 
with Resident Evil: Director's Cut when it 
arrives in stores later this year. And if all 
goes well (and it seems like it is), the full- 
length two-disc version will be stalking store 
shelves by January ‘98. The entire office is 
waiting with bated breath. 


1 Anyone up for a little target prac- 
tice? 2 Single-shot decapitations are 
still a solid staple of enemy interaction 
if you manage to find the shotgun. 

3 Nice camera angles will give you a 
real sense of just how much Formula 
409 you’ll need to clean this place up. 
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Journey to the far future to save the distant past 
Battle hand-to-hand. Solve intriguing puzzles. 
Wield powerful magic. Explore a huge 3D world 
Yolfr missioi); retrieve the legendary sword ^ 
Excalibur. \ / 


Featuring over^OO locations, 60 different 
characters, full Speech, and incredible remf^ic 
light-sourcing, Excalibur 2555 is an absolute epic 

r 

3D action adventures what 


...could well do fi 

Tomb Raider did f(/(^3D platformers” jl 

— Edge ^ ( 

Excalibur 2555 is one of the most unique 
3D games ever... a really, really cool gii 

— Diehard Gamefan ( ] 


'jm 


Tel.: (315) 393-6633 Fax: (315) 393-1525 
To order, visit your retailer or call: 1 -800-447- 

www.sir-tecn.com 


PlayStation 


PlayStation and the PlayStation logos are trademarks of Sony ComputeREnt^tainment Inc. 
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This shot of an incfedibv 
colorful combat S(^e3^ 


especially easy onlhe’^ 
eyes. The rest of the 
previevirable game 
follovrs much in the ^ 
same amazing stead. 


1 Backgrounds, and animations 
appear flawless in detail and palette. 

2 With the 360-degree ability to rotate 
cameras, you should be able to see 
what’s lurking right around the corner. 

3 Mmmm... pretty spells. 


system: PuyStahon 


rjbusher: Capcom 


developer: Capcom 


RELEASE date: IST OTR, ITO 


Game characters often make 
illegal transactions by this big 
pillar, we are told. 


C apeom’s latest and only offering in 
the RPG genre, Breath of Fire 3, 
appears to be top notch stuff. At 
first glance, there doesn’t seem to be much 
that separates 60f3 from its SNES prede- 
cessors, but with the inclusion of 
360-degree camera rotation enabling you to 
spot some otherwise secret or hidden areas, 
items, etc., there’s sure to be plenty of dif- 
ferences to position B0F3 as a true 32-bit 
title. But not to worry for fans of the 
series... you’ll still be able to fish 
for secret items, like in the first 
two installations in the series. 
The storyline 
involves the struggle 
between the practically 
extinct Dragon tribe and an 
evil force seeking to exter- 
minate them. You’ll assume 
the role of Ryu, who must 
seek out his true identity, 
memories and past in order 
discover the puzzling cause of 
his amnesia and to eventually 
become savior of his land. Keep an 
eye out for more details on this hot title in 
the months to come. 
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P erhaps the most disappointing sci- 
fi movie of the year, The Fifth 
Element, is now set to appear as a 
game on the PC and PlayStation. In what can 
only be described as ‘the french connection’, 
frenchie developer Kalisto has teamed with 
movie director Luc Besson (another frenchie) 
and Gaumont (you guessed it, frenchie!) to 
bring the movie to life. 

The game will be using a variation of 
the Nightmare Creatures engine, as you 
cruise through the 3D landscape as Dallas or 
Leeloo. The 15 levels of action will have you 
performing the usual shooting and puz- 
zle solving as you search for four 
elements. While the movie was 
mostly trash, it Is clearly one of 
the best-looking movies of all 
time. If the developers can 
maintain that look and throw in 
something we call ‘gameplay’, 
then Fifth Element couM be one 
of those rare games that are bet- 
ter than the movie. 

The game is coming for the PC 
and PlayStation, with the PC version 
requiring some sort of high end 3D card and 
focused on the Power VR. 


SYSTEMS PUYSTATIOM, PC 

puBUStCR: Gaumout 


developer: Kalisto 


RELEASE date: aSD igTR., IRRB 


Levels like this 
promising, with 
areas 



1 FiWi Element is a good looking game 
(of course, the movie looked good, too). 

2 The developers are saying that Fifth 
Element will have more adventuring 
than Nightmare Creatures. 

3 The polygonal Leeloo is spot on, right 
down to the waif-like hgure. 











■ 

1 .™ i 



1 m 

i J 


\' 


r 



’ 1 

1 



L 

1 . 

h 

h 







Asun 

ENTERTAINMENT 


© 1997 YANOMAN GAMES ® 1997 CLIMAX. All rights reserved. ASCII Entertainment, Felony 1 1 -79, and the Felony 1 1-79 logo are trademarks 
of ASCII Entertainment Software, Inc. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. All other 
brand and product names are trademarks or registered trademarks of their respective holders. 


voimB sHngijB 


ISiHiliAM 
COURSC. 

cross over m 


'e// 

V I 




49 • 






47 ? 











‘Z-*' 










Thera he Isl 
Let’s get some! 


W hen the N64 first came out, it 
had oniy two games. One of 
these was PilotWings, a chai- 
ienglng tour de force in the sky. There was 
just one probiem... aside from the hapless 
MechaHawk, you couldn’t blow a damn 
thing up! Where was the combat, the thrill of 
the kill? 

Along comes Aerofighters Assault, the 
N64's first air combat game, from 
VIdeoSystems. While this game does offer 
up glorious air to air dogfighting, there are 
a few surreal elements that might be 
considered distracting. 

Aerofighters Assault is a Rumble Pak 
compatible, 64-meg cart with built-in 
battery backup, which offers the player 
seven regular missions and four hidden 
ones. You can play as one of four basic 
characters or as one of the two hidden 
pilots. The head to head dogfighting is some 
of the best we’ve ever seen, with realistic 
flight physics, right down to the wings 
blowing off condensation during high 
gee moves. There’s even a spe- 
cial dogfighting view, which 
at first takes some time 
to get used to, but 
once mastered, 
is exceptional. 

Some of 
the distractions are 
noticeable only in 
the mission 
mode, like 
some of the 
sci-fi bosses, 
including a giant 
rab-like tank, 
which, of course, is 
bent on destroying 
Tokyo. Several futuristic 
weapons are included also, 
which may be helpful against said 
crab tank, but don’t lend much realism. 
Several of the planes have also been 


Yaehaw! Some stuff blows up real good! 


rendered in gaudy primary colors. Egad! 

One final thing that was kind of a hin- 
drance was the Al for the enemy fighters. 
This program has been set up to recognize 
one thing: whether or not you’re going to 
head straight for the level boss. If you do, 
you’ll find yourself completely swarmed 
under with fighters, but if you decide to take 
the fighters on first, they’re kind of few and 
far between, if you know what I mean. This 
can be annoying at times. 

Aside from these few shortcomings, 
Aerofighters Assault has the promise of 
becoming an A-1 air combat game. You’re 
gonna want to suit up and fly this baby just 
as soon as it rolls out of the hangar! 


SYSTDl: NIWTNIX) taM 


PUEUSHOg ViCEOSYSTCri 


CEVELOPDg PARACiai 


FiH-EASE date: Noveuber 


Tlie opening FMV sequence is 
really fantastic. 


The NB4 ’b 
first air 
combat 
game has 
its upm 
and dawne 


Got toe to toe with ttiose 
danui Russkies! 


1 Flying through these rings is the 
way new pilots are trained in 
Aerofighters Assault, but some people 
never team! Ouch! 

2 Single plane missions start off with 
this launch sequence. 

3 Fly the hiendly skies over Tokyo. Has 
anyone seen Mothra? 
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Do the hustie! It’s 
inbreeding like this that 
causes most trails to be 
slow and stupid. 


Tin Interactive backgrounds 
give the fights much more life. 


Different camera angles let you 
play like Quake or tomb Raider. 


The seven worlds all have a 
different graphical look. 

Severing heads is one of the 
many joys of swordplay. 


[imm 


systehs pc 


publisher: Imterpuy 


developer: Interpuy 


RELEASE date: DECEMBER 


Severed 
Umba, 
roUinq 
heada, and 
a truly 
innovative 
engine, aii 
in one 


s is quite obvious by the title, Die 
By The Sword is a real time 
medieval adventure featuring a 
very big sword. What makes 0675 special is 
a real time mathematically generated char- 
acter animation that gives the player more 
control than ever before. What does 
this all mean? Basically, all 
videogames have preset 
moves, which when trig- 
gered are carried out 
by an animation. The 
developers at 
Interplay have fig- 
ured a way so that 
you are actually 
controlling the 
character’s arms 
in real time. This 
means there are 
no preset moves, 
but you can create 
an endless number by 
combining movements. 

For those who prefer the 
one touch moves, there is a 
move editor that allows you to save 
wicked combinations. 

Other than the new method of anima- 
tion, DBTS offers interactive backgrounds, 
intelligent enemies, crisp 3D graphics, and 
puzzles with more than one solution. The 
raised terrain allows for tactical advantages 
in fights and obstacles like water and lava 
can be used to thwart an enemy. The game 
has an arena mode, which Is your basic 
fighting game using the characters from the 
game. However, the most interesting part of 
the game in the quest mode, which offers an 
adventure through seven distinct environ- 
ments. Enemies like Kobolds, Skeletons, 
giant tentacles, and Ores (the other white 
meat) all have their own set of Al, which 
means you have to change strategies 
depending on who you are fighting. 


’ On top of all that, ■ 
DBTS has got loads of gore. 

Dismemberment is a crucial element 
of the game and enemies continue to fight 
with missing limbs. You can even continue to ; 
cut up the bodies after they’re dead. If you’ve 
: got a PC and a 3DFX card, you’ll want to keep 
an eye on this title. 


‘Merely a flesh wound! Come on 
back, I’ve got another, don’t I?’ Area 
sensitive collision means you can 
work on a weak spot, which adds a 
great deal to the strategy. ‘Are you 
sure you lost them here?’ 'Damn these 
contact lenses!’ 
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DEEP SEA WIULTI-PLflVER 
GAME MODES. 


IMPLOSIVE REAL-TIME 3D GRAPHICS. 







'Cr Interactive 
Software 


PlayStation 


www.singletracxom 


www.gtinteractive.com 


©1997 SINGLETRAC Entertainment Technologies, Inc. Twisted Metal. Warhawk and Jet Molo are trademarks of Sony Interactive 
Entertainment Inc, (Twisted Metal. Warhawk and Jet Moto were published by Sony Computer Entertainment America). Critical 
Depth, SINGLETRAC and the SINGLETRAC logo are trademarks of SINGLETRAC Entertainment Technologies. Inc. PlayStation and 
the "PlayStation" logo are trademarks of Sony Compoter fiitertainment, Inc. Published and distributed by GT Interactive Software 
Corp. The GT and the GTGames logos are trademarks and Bie GT logo is a registered trademark of GT Interactive Software Corp, 
All other trademarks are the property of fteir respective t^^panies. 
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SYSTEHS PC., AfKACE 


publis€r: Tb» 


developer: Mango Grits 


RELEASE date: DECEMBER 


Lighting effects and an 
amazingly animated sky 
punctuate this game’s 
visual flash. 


he development team for Barrage 
originally started as four employ- 
ees of Xatrix who were previously 
working with high-end Reality Engine hard- 
ware. Seeing as these quarter of a miiiion 
doiiar toys wouid never wind up in your iiv- 
ing room, the team was doing pre-rendered 
raiied shooters iike Cyberia. Pretty dull when 
compared to what Barrage shows off in reai 
time, huh? 

According to Mango Grits' president, 
Joan Wood, the game will have five distinct 
ieveis, each of which has similar objectives. 
Basically, players have to destroy ene- 
mies, whiie triggering buoys in each 

als from the dozens of SGI 
military simulations that have 
been demoed at graphics 
shows. The horizon is rendered 
extremely far away so you're 
unlikely to see much in the Way of 
pop-up here. It's amazing! 

Barrage is being slated for use 
on both PCs as well as in the arcades as a 
part of the Intel Open Architecture Arcade 
Initiative. The home PC version should be 
available by Christmas, while the arcade 
version has yet to have a timeframe for 
completion determined. 


1 On the prairie, tanks, jeeps and radar 
turrets represent your evil enemies. 

2 Old McDonald would probably be 
pretty pissed if he knew his bam was 
in your sights. ^ Sharks and other 
underwater creatures are a part of 
some later levels in the game. 




This lab sure is dark 
and spooky. Your 
bounty hunter 
certainly doesn^ I 
want to be the * 
object of any 
testina here. 


1 Put the kids to bed, this game ain’t 
made for the under 16 crowd. 2 Your 
hovercar is waiting for your foot to 
punch the accelerator. 3 The replicants 
are extremely smart and often difficult 
to detect. Sometimes, it’s better to run 
and fight another day. 


pubjscr; Virgin 


developer: litsmooD 


RELEASE date: DECEMBER 


Y OU know, Blade Runner IS proba- 
bly one of the most popular cult 
classics of all time, but some- 
how It comes as a surprise that no company 
to date has been able to secure the rights to 
the movie for use in a videogame. . . until 
now. The license Itself is heid by 'the Blade 
ffunrter Partnership' and only granted 

Westwood the rights to do the 
game if it were an action 
game. This ain't no point and 
ciick adventure. As the piayer, 
you take controi of a bounty 
hunter who is searching the city 
for repiicants (basically androids). 

Members of the original crew, 
such as the movie's creative 
director, Syd Mead, have been 
brought onto Westwood’s gam- 
ing staff to heip recreate the 
fiim’s famous dark mood and 
feei. Similarly, the game’s art 
director, Aaron Powell is 
making use of his architecture 
experience to help recreate a 
futuristic Los Angeles. 

‘We've found new ways of rendering 
to the screen,’ says vice president 
Castle. 

Traipsing through deepest, darkest 
LA will provide hours of 
and action. 


And the 

thermos 

holds 

twelve 

ounces 

of 

coffee 
or hot 
cocoal 


‘entertainment’ industry. 
Sometimes you fust 
bust Into their 
rooms to get their 




ststem: pc 
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W e all live in a yellow subma- 
rine. Well, not all of us, just a 
gang of ex-CIA guys with bad 
attitudes and ton of guns. And these are 
some of the nice ones. Critical Depth is the 
undersea answer to Twisted Metal. 

SingleTrac, the developers, know a 
good action game when they see (or cre- 
ate) one. Critical Depth has undergone 
lots and lots of changes since its 
inception several months ago. 
And all for the better. What 
once looked like a promising 
action game now looks like 
a true successor to the 
excellent Twisted Metal, 
but with submarines. 

It should be pointed 
out that this is more action- 
oriented than the 
comparatively sedate 
Treasures of the Deep, so it’s 
not really a case of one or the 
other, since they’re both different. 
Graphically, Critical Depth is looking 
great. Nice watery effects, cool torpedo 
trails and some very nifty lighting. The wide 
variety of ’arenas’ and submarines (as V)(ell 
as their whacked out occupants) mean last- 
ing appeal shouldn’t be a problem. 


SYSTEfi: PlayStation/PC CD ROfl 


pueusher: GT Iweractive 


CEvaopER: SinsjTrac 


RELEASE bate: NOVEMBER 


Ttie water 
looks daiK heavy 
and completely convincing. 
Obviously, this Is an essential 
part of any submarine game. 





1 There are numerous weapon refills 
and power ups located throughout the 
game. Finding ‘em is imperative. 

2 The French. I’m saying nothing, i’m 
already in too much deep water with 
tile Quebecois. 3 Sure, these look like 
nice boys, i’d trust ’em with a nuclear 
attack submarine. 


PWYffllfflKTSUB 



C apitalizing on the continued suc- 
cess of W'CW'titles on the market, 
THQ has scored some major past 
hits on the PlayStation and promises to carry 
on the trend later this year with two brand 
new titles, WCW vs. NWO for the N64 and 
J^CW Nitro for the PlayStation. 

WCW 1*. NWO looks highly 
promising, with over 45 wrestlers 
and featuring a mode that 
allows up to four players to 
brawl on the screen at one 
time. The game will also be 
compatible with the N64 
Rumble Pack, which will 
make this an even more 
tempting package for 
gamers looking to immerse 
themselves in the action. 
The PlayStation title, 
WCW Nitro, features over 1 6 
wrestlers and numerous hidden 
characters. With other goodies, like 
actual ‘run-in’ characters to interrupt the 
matches and add realism to the experience, 
it looks like the 4th Quarter of 1997 may be 
a ripe time to be a wrestling game fan. 


lEvaofER: Asrmc Corp./Inland 


RaEASE BATE NOVEMBER 


s ystem: PUYSTATIOft,NltrrENK) 


pubusher: TH(J 


WCW vs. NWO 
has an extremely 
crisp and well defined look. 


The first and only wrestling game for 
the N64 looks great! 2 The soundtrack 
for WCW Nitro includes some rather 
hard-hitting, popular bands, broaden- 
ing the game’s appeal. 3 The usual 
ring-outs and taunts are back and in 
full glory for the latest wrestling game 
on the PlayStation. 
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1 The level designs are complex and 
rely heavily on true 30 for exploration 
fun. 2 The graphics are actually better 
than those seen in Mario 64, with less 
draw in and almost no clipping bugs. 

3 Rare’s style is evident in the carefully 
rendered graphics. We can’t wait for 
Donkey Kong Country 64. 


T he march of time — an affliction 
that affects every video gamg on 
the Nintendo 64, and the latest 
setback for Banjo Kazooie. Nintendo and 
Rare were supposed to join forces and get 
this cool-looking platform game out for 
Christmas. That won’t be happening now. 

You have to admire Nintendo for mak- 
ing quality count and that’s the reason Banjo 
has been delayed. The game has been sent 
back for level tweaking to ensure that this 
plays as well as its closest cousin — Mario 
64. Sincethe graphics are amazing, they 
don’t need to be touched at all. 

So, instead of making Christmas 
stockings all over America, Banjo 
the Bear and his flying friend 
Kazooie will make landfall 
nearer March ‘98. So don’t hold 
your breath any longer. As an 
aside, Nintendo is now focusing 
its spotlight on another Rare 
action title, the Mario /Cart-esque 
Biddy Kong Racing. 

Rare is expected also to add a 
few new features to the game in this lull, 
including more levels and new powers for 
both Banjo and Kazooie (who take it in turns 
to run or fly around the levels, depending on 
the obstacles at hand). 


SYSTEhS: Niwenco yt 


PUBLLShER: NirffENtO 


devD-Oper: Rare 


RELEASE date: MARCH 


Whether 
he’s playing 
piggyback with a 
bird or just waBdng on a pier 
somewhere, Banjo Is a bear. 






witn 

it's brains over brawn. 


Everything you need to play fits 
into this handy compartment. 


Imagine, a game that relies 
on social interaction and brain 
power. What a novel ideal 










sysTEn: Nintendo W 


publisher: Rare 


developer: Rare 


RELEASE date: MaRCH 


Poor old Conker may find him- 
self up against the might of 
Banjo Kazoole come 


H ey, wait a minute, one of our 

biggest crticisms of this game is ^ 
that it was too similar to Banjo 
Kazooie. So if Banjo is delayed until March 
and this Is still due to come out at the same 
time, then won’t they be competing with 
each other? Sure looks that way. 

That situation would suck for Rare. 

This is its first self-published game (even 
though the company is partially owned by 
Nintendo) since it changed Its name 
from Ultimate: Play the Game. 

Nintendo would put 
its well-respected marketing 
muscle behind Banjo, pre- 
sumably leaving Conkerani 
Rare to fend for themselves. 
And the game IS similar to 
Banjo Kazooie. But to be 
fair, the game is looking 
pretty sharp, and who 
knows? This being Rare’s 
real baby, maybe they can pull 
a couple of tricks from the N64 
bag. Our bet though is that the 
release dates will somehow be stag- 
gered. With the success of Goldeneye 
behind it. Rare is on a roll. 



91 
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1 A literal storybook unfolds the plot 
as the game progresses. 

2 Mike Salmon was so scared by 
Conker's adult themes, that he peed his 
pants and electrocuted himself with 
the rumble pack. 3 See the squirrel. 
The squirrel is searching for his nuts. 


Mai'veT'9mi& 
Coaketo Quei 
bloodiest vide 



card features 
Artwork so vivid, 
you may actually feel 
its power* This is not 
always a good thizig. 


Translated in nine 
languages. Magic can be 
played anywhere on earth* 
As for other locales, 
we* re working on it.' 
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..mus is promising future upgrades 
ito Lamborghini fid via the 64DD.^ 


1 Smoke and tire-tracks are the 
aftermath of spinning out. 

2 The ever popular lens flare effect 
is back again for another Nintendo 
64 title. 


Titus has a head start over other 
racing games with Its earty 
September release. 


Dropping roads are perfect for 
catching lots of air. 


Titus has put together a 3D racer filled with 
lush backgrounds and realistic tracks. 


now, for yes, Rumble Pak support has been 
included. Expect the little bugger to shake 
and buzz, as only it can, when players col- 
lide with other cars, spin out and crash. 

It seems the fastest racers, however, 
may be the games themselves. At least four 
racing games will be hitting U.S. shores by 
this December and, considering the fact that 
Nintendo 64 titles sell like crazy, the compe- 
tition is going to be fierce. Which game will 
cross the finish line first is still up for grabs, 
but assuming Titus can make the necessary 
tweaks to its beautiful racer, Lamborghini 64 
is right on track to be a top ranker. 


SYsroi: NI^n■ENI)0 W 


publisher: Titus 


developer: Titus 


RELEASE date: FaLL 


H&y, wait! 
That’s 
my ear! 
Come back!!! 


Knotper- 
fonned cotrectly 
power-slides can lead to 
disaster. 


Y ou know, it seems every time we 
blink our eyes another racing 
game Is being announced for 
Nintendo 64. Rev Limit, Top GearRaiiy, San 
Francisco Rush, Muiti-Racing Championship 
and now, Lamborghini 64 by Titus Software. 

So what separates this game from the 
others, if anything? First of all, the cars. 
While other racers focus on rally and off- 
road vehicles, Lamborghini 64 pits players in 
high performance dream cars. Of course, 
Titus has provided a solid selection of fast 
vehicles, from the Lamborghini Diablo to the 
tire-shredding Countach. 

Graphically, Lamborghini 64 tooVs 
stunning. Sporting anti-aliasing, mip-map- 
ping, real time shadows and even a nice 
lens-flare effect, the game has a polished 
look to it that other racers fail to realize. 
And with over five different rac- 
ing modes (including arcade, 
championship circuit and time 
trial among others), it could end up 
being one of the few racing games 
with high replay value. 

After months of flip- 
flopping between the idea 
of Including a multiplayer 
mode or canning the 
idea altogether, the 
development team 
has opted to keep the 
option and, from what 
we’ve seen of it 
so far, we’re 
happy with the 
decision. Not only 
can two players go at 
It In a split-screen (with 
horizontal or vertical 
views) race to the finish, but 
up to four people can bum rubber 
on screen at once. 

You can all breath a sigh of relief 




1 The game offers both a horizontal 
and vertical split-screen view. 

2 Horizontal split-screen multiplayer 
action! 3 Ah yes, there’s nothing like a 
relaxing drive through the country in 
your Lamborghini Diablo. 
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SYSTCit PuyStation 


J ust In time for Halloween, Kallsto 
and Activision are finishing up on 
the 3D adventure Nightmare 
Creatures. The latest version we got in has 
added a new playable character. The typi- 
cally underdressed female Is said 
. character, and she features a 

\ few new moves as well. 

K. The graphics are 

haunting, with smooth fog- 
ging effects, dramatic 
camera angles, and detailed 
tJfMyjK \ polygonal enemies that are 
\ just plain frightening. The 
game Is primarily action 
based with the occasional 
hidden key and 
what not. The 
game it's most 
like is Perfect 
Weapon, 
Nightmare 
Creatures is actually 
good. With weapon 
pick-ups, like a revolver, 
and a variety of moves. 
Nightmare Creatures Is shaping 
up to be one of the surprise hits 
this Christmas. 


publisher: AaivisiON 


ceveloper: lOosro 


RELEASE date: OCTOBER 31 






H mong the flood of comic-book- 
series-tumed-into-video-games, 
GT Interactive attempts to take the 
action genre to a different level with the 
November release of Youngbiood. Placing 
more emphasis on strategy and even some 
role-playing elements, Youngbiood has you 
in control of the entire comic-book team, 
pairing up to four out of eleven members to 
handle specific missions. With eleven mis- 
sions to complete, the game appears to have 
a nice amount of depth and challenge for 
fans of the action/strategy genre. With real 
time action missions and even a death- 
match mode, Youngbiood appears 
to have some elements to attract 
more than just fans of the 
comics. But fans of the actual 
series won’t be dlsap- 
3 pointed, either, since the 

g j .a game’s storyline will 
= follow many of the 

’ET. ...tilir iM character back- 

grounds found in the print 
Youngblood. Your charac- 
ters can even develop and 
hone their special skills as the 
game unfolds. We’ll be able to 
give you more information on 
Youngblood as it develops. 


system: PlayStation 


puB-Isher: GT iNffERAcrivE 


developer: E)cmEnE 




feii. release date: Novembr 


You’ll be able to stockpile 
your team and examine each 
member’s stats before you 
send them 
Into batUe. 


Hammer Time! The return of the big 
pants — say it ain’t so! 

Interactive backgrounds add another 
dimension to the game. Beating up 
scary creatures is the perfect retribu- 
tion for those childhood nightmares. 


Perforin special inove 


1 Character designs are incredibly 
clean and true to the comics. 2 The 
training room will give you some clue 
as to what you’ll face in the actual 
mission. 3 You’ll have to tackle a fairly 
steep learning curve before you’re 
actually able to master the gameplay. 


The game itself consists 
of true, real time action, 
as well as interaction with 
your teammates. 
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Pit yourself against 12 napalm-wielding speedfreaks across 12 looping, coiling, corkscrewing 
rollercoaster racetracks. If you’ve never seen a cyber-cycle take a stinger missile 
up the tailpipe during a blistering halfpipe, you’re about to OD on adrenaline. 

Racing to the Nth degree through gravitational extremes. 

Freestyling off the shockwave of enemy shrapnel. 

Surfing the knife-edge between G-force and burning wreckage! 


If gravity’s a law, then this is a felony. 



4-PLAYER RACING AND MULTIPLE PATHS, JUMPS, YDU'RE CDRKSCREWED! STATIC PULSE WAVE, TRACTDR 

RATTLE MURES! BRIDGE-DUTS AND LAVA. BEAMS AND MURE! 






NINTENDO.^4 


“The Graphics and speed of 
Extreme-G are out of this world” 

* -Q64- 


K he most interesting 
i track layouts ever 
a racing game.” 


^efy gravr^ 
aMijynverted 


ckers fly’ 

-N64.com 


Extreme-G^“ & © 1997 Acclaim Entertainment, Inc. All rights 
reserved. All characters herein and the distinct likenesses 
thereof are trademarks of Acclaim Entertainment, Inc. Nintendo 
64 and the 3-D “N" logo are trademarks of Nintendo of America 
Inc. ©1996 Nintendo of America Inc. Acclaim is a division and 
registered trademark of Acclaim Entertainment, Inc. ® & © 1997 
Acclaim Entertainment. Inc. All Rights Reserved, 




12ll\ISAniE GRINDING, TWISTING, 
SPIRALLING RACETRACKS. 




HEUCtA. 


W hen you’re ready for skull-cruslung, 
hard-hitting, tournament style 
action ... you’re ready for Draclien Zor.'^' 
Not just another hgluing game, Drachen 
Zor takes you on a no-holds-harred battle 
through the nine blood pits of Drakkor - a 
mystical fantasy world where 16 high- 
definition, fully-mobile, 30 warriors all 
fight to become Warlord of the Dragon Gate. 

Fight one character at a lime, or up to 
three others with its multiplayer networking 
mode — either way, you’ll encounter combat- 
ants of all shapes and sizes attacking from all 
angles. And with more than 54,000 different 


playing combinations, you could play this 
game forever. 

Assuming you don’t meet thy maker first. 


RATINB PENDING Dradi'en Zflr. SouthPeak and the 

^ SaathPeak logo are trademarks 
of SouthPeak Interactive LLC. 
^Call }-80fl ]71-3772 for Game 
ESRB fiatiog iiitormation. 


SOUTHPEAK' 

INTERACTIVE 


Deiteloped byi 


GAMES 



NOVEMBER 

Nintendo taM 

Duke Nukem 64 - GT Interactive 
Extreme G - Acclaim Ent. 

Joust Epic - Midway Home Ent. 
Madden 64 - Electronic Arts 
MK Mythologies: Sub-Zero 

- Midway Home Ent. 

NBA Basketball 64 

- Midway Home Ent. 

NFL Quarterback Club ‘98 

- Acclaim Ent. 

Robotron 64 - Midway Home Ent. 

San Francisco Rush 

- Midway Home Ent. 

Wayne Gretzky’s 3D Hockey 2 

- Midway Home Ent. 

WCW Vs. NWO - T*Hq 

PlayStation 

Batman & Robin - Acclaim 
C&C:Red Alert - Virgin Interactive 
Carom Shot - ascii Ent. 

Colony Wars - Psygnosis 
Constructor - Acclaim 
Courier Crisis - GT Interactive 
Crash Bandicoot 2 - Sony CE 
Critical Depth - GT Interactive 
Deathtrap Dungeon 

- FIDOS Interactive 
Duke Nukem - GT Interactive 
Frogger - Hasbro Interactive 
Jet Moto 2 - Sony CE 
Jimmy Johnson Football ‘98 

- Interplay 
Legion - Sony CE 

Mass Destruction - ASC Games 
NBA Heroes - Midway Home Ent. 
NBA Shootout ‘98 - Sony CE 
NCAA Gamebreakers ‘98 - Sony CE 
Necrodome - Mindscape 
NFL Quarterback Club ‘98 - Acclaim 
ONE - ASC Games 
Rampage World Tour 

- Midway Home Ent. 

Riven - Acclaim 

San Francisco Rush 

- Midway Home Ent. 

Secret Agent Gex - Crystal Dynamics 
Skull Monkeys - Electronic Arts 
Sorcery - Sony CE 
Spawn: The Eternal - Sony CE 
Star Wars: Master of Teras Kasi 

- LucasArts 

Street Fighter 2 Collection - Capcom 

Surreal - ASC Games 

Test Drive 4 - Accolade 

Third Annual TNN Outdoors Bass 

Tournament - ASC Games 

TNN Motorsports Hardcore 2 

- ASC Games 

Tomb Raider 2 - FIDOS Interactive 
Vs. - T«Hq 

Wayne Gretzky's 3D Hockey 2 

- Midway Home Ent. 

WCW Nitro - T*Hq 
X-MEN:C0TA -Acclaim 




har netu gamES 


Youngblood - GT Interactive 
Zork: Nemesis - Activision 

Saturn 
Enemy Zero - Sega 
FIFA ‘98 - Electronic Arts 
Magic Knight Rayearth 

- Working Designs 

Mass Destruction - ASC Games 
NASCAR ‘98 - Electronic Arts 
Quake - Sega 
Sacred Pools - Sega 
Sonic R - Sega 

Street Fighter 2 Collection - Capcom 
TNN Motorsports Hardcore 2 

- ASC Games 

Worldwide Soccer ‘98 - Sega 

PC 

Airport ‘97 (Win 95) 

- 21st Century Ent. 

Andretti Racing (Win 95) 

- Electronic Arts 
Assault (Win 95) - Broderbund 
Battletech: Honor Bound 

- Microprose 

Black Crypt (Win 95) - GT Interactive 
Blade Runner (Win 95) 

- Virgin Interactive 
Caesars Palace - Interplay 
Command&Conquer II: Tiberian Sun 

(Win 95) - Virgin 
Croc (Win 95) - Fox Interactive 
Curse of Monkey Island (Win 95) 

- LucasArts 

Dark Omen: Warhammer (Win 95) 

- Mindscape 

Dark Reign Mission Pack No. 1 
(Win 95) - Activision 
Dead Moon Rising (Win 95) 

- MegaMedia Corp. 

Delirium - Interplay 
Demon Isle - Sierra 
Earthsiege 3: Future Wars (Win 95) 

- Sierra 

Egyptian Jukebox (Win 95) - Ignite 
Flight Squadron (Win 95) - Activision 
Flying Nightmares 2 (Win 96) 

- FIDOS Interactive 

Front Page: Basketball ‘98 (Win 95) 

- Sierra 

Half-Life (Win 95) - Davidson 
Hardwar - Interplay 
iF-16 (Win 95) - Interactive Magic 
Imperium (Win 95) - Activision 
Interstate ‘77 (Win 95) - Activision 
Jack Nicklaus G^f 5 (Win 95) 

- Accolade 

Jet Fighter: Bum (Win 95) 

- Mindscape 

Jet Moto - Sony Interactive 
Joe Blow - Sir Tech 
King’s Quest; Eternity - Sierra 
Leningrad - Schwerpunkt 
M.A.X. 2 (Win 95) - Interplay 
Madden NFL ‘98 (Win 95) 

- Electronic Arts 

Mag Zone (Win 95) - Ignite 
Mageslayer (Win 95) - GT Interactive 


Masters of Magic 2 (Win 95) 

- Microprose 
Might & Magic Vi 

(Win 95) - Studio 3D0 
Mission to Nexus Prime (Win 95) 

- DigiFX Int. 

Monkey Island 3 (Win 95) 

- LucasArts 

Nuclear Strike (Win 95) 

- Electronic Arts 

Police Quest: SWAT 2 (Win 95) 
-Sierra 

Postal Editor (Win 95) 

- Panasonic Interactive 
Privateer 2 (Win 95) - Electronic Arts 
Quatemity (Win 95) - Any River Ent. 
Quest for Glory 5: Dragon Fire 

(Win 95) - Sierra 
Rebellion (Win 95) - LucasArts 
Red Shift (Win 95) - Ignite 
Sacred Pools (Win 95) - SegaSoft 
SCUD (Win 95) - SegaSoft 
Secret Agent Gex - Crystal Dynamics 
Sega Touring Car Championship 

- Sega 

Shanghai Dynasty (Win 95) 

- Activision 

Shipwreckers (Win 95) - Psygnosis 
Sid Meier's Gettysburg! (Win 95) 

- Electronic Arts 
SimCity 3000 (Win 95) - Maxis 
Sin - Activision 

StarCraft (Win 95) - Davidson 
Starship Troopers 3D (Win 95) 

- Microprose 

Steel Panthers 3 (Win 95) 

- Mindscape 

The Elder Scrolls Adventures: 
Redguard - Bethesda Softworks 
Third Annual TNN Outdoors Bass 
Tournament (Win 94) - ASC Games 
Turok: Dinosaur Hunter - Acclaim 
Twisted Metal 2 - Sony Interactive 
Unreal Add-on (Win 95) 

- Wizard Works 
Uprising (Win 95) 

- The 3D0 Company 
Virtua Squad 2 - Sega 
Warbreeds (Win 95) - Broderbund 
Warcraft Adventures; Clans (Win 95) 

- Blizzard Ent 

Warhammer: Redemption (Win 95) 

- Mindscape 

Warwind 3: Onslaught (Win 95) 

- Mindscape 

Wing Commander V: Prophecy 

- Origin 

Wizardry VIII (Win 95) - Sir Tech 
X-Fire-Sir Tech 
Young Blood (Win 95) 

- GT Interactive 
Zapatalism 2 - LavaMind 
3D Pro Bowling (Win 95) 

- Head Games 


DECEMBER 

Nintendo ti4 

FIFA ‘98 - Electronic Arts 
NBA In the Zone ‘98 - Konami 
Quake 64 - Midway Home Ent. 
Yoshi’s Island 64 - Nintendo 

PlayStation 

Auto Destruction 

- Electronic Arts 
ClayFighter Extreme - interplay 
Dead or Alive - Tecmo 

Dirt Race Extreme - Accolade 
March Madness ‘98 

- Electronic Arts 

NBA In the Zone ‘98 - Konami 
NBA Shootout ‘98 - Sony CE 
Populous - Electronic Arts 
Red Asphalt - interplay 

Saturn 

Lunar: Silver Star Story 

- Working Designs 
NHL ‘98 - Electronic Arts 

Sega Touring Car Championship 

- Sega 

PC 

Angel (Win 95) - GT Interactive 
Army Men (Win 95) - Studio 3D0 
Battle Tech: Mech Commander 

- Microprose 

Daikatana - EIDOS Interactive 
Dark Vengeance (Win 95) 

- Reality Bytes 
Deathtrap Dungeon (Win 95) 

- EIDOS Interactive 
Duke Nukem Forever 

- GT Interactive 
Final Fantasy VII (Win 95) 

- SquareSoft 

Hardball 6 (Win 95) - Accolade 
Incredible Idiots In Space 
(Win 95) - ASC Games 
Laser Combat (Win 95) 

- MegaMedia Corp. 

Last Bronx - Sega 
Mantra - Electronic Arts 
MechWarrior 3 (Win 95) 

- Microprose 

RedUne (Win 95) - Accolade 
Shadows Of The Empire 
(Win 95) - LucasArts 
Shanghai Dynasty (Win95) 

- Activision 

Space Quest Collection 2 
(Win 95) - Sierra 
Take No Prisoners (Win 95) 

- Broderbund 

TNN Motorsports Hardcore 2 
(Win 95) - ASC Games 
Ultima IX: Ascension (Win 95) 

- Origin 

War Heads (Win 95) - lonos 
Wheel of Time (Win 95) - Legend 
Zhukov’s Campaigns (Win 95) 

- Arsenal Publishing 



PlayStation 



PC 


•Note; All release 
dates are subject to 
change at any time 

J 
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FEnwnED THIS manw 


• How a game looks is only a 

small part of the formula, but an important one. 
Great graphics can pull the player into a world 
and make the experience seem all the more 
real, lyeigti-ed n; i- 


• Again, music won’t make or break a 

game, but if the soundtrack moves you in an 
RPG, or gets your heart pumping in a fighting 
game, it adds to the overall appeal. ’.liLcated 


• d:;-;-£CV'£ Good sound effects 

can actually help you to ‘feel’ the game better. 
Just imagine how much less of an impact a 
heavy punch would make if it only made a small 
‘tick’ on contact. Vl'esotited l;\ 


• How well does the game 

respond to your commands? How much influ- 
ence do you have over what’s going on? 

Vreiol'.ted uv 


• d Is the game childishly easy one 

level, then frustratingly hard the next? Does 
your opponent have an unfair advantage? When 
you want to save, do you have to walk an hour 
back to the village? lteLgLit,id .;v 4. 




• iia-Ti-; Ever bought a game, fallen in love 
with it the first hour, only to beat it in two 
hours? A great game will take a long time to fin- 
ish, and offer plenty o{ reasons to come back for 
more. Weiul’.ted i;v 4. 


THERHTinE 


The system is the result of hours of 
gameplay and endless toil, resulting in 
the most in depth (and, uh... really 
complex) rating in the industry 


• Did the game’s programmers go 

for that ‘little extra’, tossing in codes, hidden 
items, secret screens, or other added bonuses? 

We-ighteu l!V 


• T;4T[c 14 Does the game create 

a world that draws you in? Do the intro screens 
and menus reinforce this environment? 

Vt'etoLireii by t . 


• innc V 44110 11 A game can be loads of fun 
without offering anything totally new, but the 
classics are always the trendsetters, liieiutited 

by 4. 


• IjUll fl lu The total sum of all the categories, 
divided by 23. 
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D K, it’s time to turn off the TV and gather around 
the table for the feast of reviewing goodness. 
We’ve slaved over a hot stove all day for this, so 
wash your hands and sit down. Ok, now that vie're all 
gathered around these great reviews, let’s say grace. 

Ready? Grace. OK, everyone, dig In! We wish you all 
;... a very Happy Thanksgiving! 
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.PC no 


asTLEunniH. 


aM¥ FIGHTER h3l/3 

ELGCH TOWER 

DUHERUHEmbH 


.PE 111 


.PEIEH 

.PEIER 


ERRDURTian. 


.PE IIS 
.PE III 


PRHiniPERIR 


snniEJRin. 


.PEIER 


STEEL REIER 


STREET FIGHTER EELLECTIEn PE 103 

STREET FIGHTER EH RU>HR PE lib 

THE LOST WORLD: JURRSSli: PRRH.....PE III 

.PEIER 


TiniE CRISIS 


TOP EERR RRLL¥. 


E POLICE. 

LOSE miR niRRBlES 

PEIE3 

PEIOR 

niRCE: THEDRRHREE 

PE IBS 

1 
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PE IBS 

WEERniRnHR 
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nUCLERR STRIKE. 

PEIOB 

PE 103 

PE IIS 
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1 Tatsumi Is the youngest assas- 
sin amt his death will evoke 
some weepy-eyed regret horn 
successors in battle. 2 the POV 
(point of view) Mode allows for a 
first person perspective In battle. 
You can even link up with a 
friend hi this mode! Bonus! 3 ‘Oh, 
I’m sorry... I really didn’t MEAN to 
hack you In two... really, I 
didn’t., sob... sob...’ 


ALTERNATIVES 


Dark Ri ft 7.1 
“7 B.A. Toshinden 3 7.0 


This mnouHnuE bhhwleh lehues Bouhhe’s Hanan unscsTHEa 


■ ■ ■ hat can we say about 
mJJ Square's latest 3D 

fighter, Bushido Blade, 
that hasn't been said millions of times 
before? That it's clearly the most 
innovative brawler on the market? 
That the game's concepts and 
weaponry ensure considerable game- 
play depth? That the vast 3D fighting 
environments provide an unparalleled 
sense of space and freedom in char- 
acter movement? The list invariably 
goes on. 

Gameplay, alone, Is not the 
only factor that distances Bushido 
Blade from other brawlers. The 
majority of the game's uniqueness is 
derived from the concept of honor 
and respect in fighting, which lines 
the game's Story Mode with a highly 
singular sense of pathos for each 
Individual character. The entire phi- 
losophy behind fighting games thus 
far has been for gamers to annihilate 
their opponents, no holds barred, but 
with Bushido’s incorporation of ‘hon- 
orable swordsmanship' while fighting 
(In order to properly finish the Story 


The Story Mode ending cinemas tend to 
be melodramatic and vague. Sort of like 
any random arthouse fHck... 


The Slash Mode allows you to test your 
skills against 100 faceless nii4as.Beat 
‘em ail for a secret character! 


Mode, you must follow a set of guide- 
lines in defeating your opponent, 
which Includes allowing your oppo- 
nent to conclude their opening 
challenge speech, etc.) and the Inclu- 
sion of a vast array of Incredibly deep 
swordplay techniques to further 
immerse the gamer In 'bushldo' Ide- 
ology, the game boosts player 
involvement to outstanding heights. 

Depth comes wrapped In count- 
less types of swordplay (all weapon 
and stance dependent), each charac- 
ter's physical dexterity (running. 


climbing, etc.) never used in a fight- 
ing game before, numerous game 
modes (Story Mode, Slash Mode, 
etc.), and a strong concept linking 
them all together promising hours of 
differenf challenges (check out the 
link POV model). 

With almost too many good 
things to say about Bushido In such a 
limited space, it's difficult to Include 
any of the game's inevitable flaws. 

But they do exist and mainly lie In the 
game's graphics, which tend to be 
rough and sometimes muddy, leaving 
the characters looking 
almost too 'polygonal' and 
blocky. The shift in empha- 
sis of importance on 
weapons and gameplay 
significantly dwindles the 
importance of a solid num- 
ber of characters available, 
which Is limited, with the 
only exception being secret 
characters. And the realism 
of one-hit deathblows also 
means that, sometimes, a 
game Is quickly over. But 
these drawbacks are minor 
in comparison to the over- 
all ambitious Innovation 
and true worth of Bushido 
Blade. Don't pass it up. 


Bushido's 
swordplay allows 
for some crafty 
parrying 


OFEAMCESCA 
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Z GENRE. RACING 

PLAYERS. 1 OR 2 


PUBLISHER. EA Sports 


e DEVELOPER. EA 


e RATING. KA 


n.S.R.P. 


■ ■ ■ ell, if you have at least one cousin named 

Cooter, you might be a NASCAR fan, and If you 
are, this Is the perfect game for you. NASCAR 98 has 
everything a stock car aficionado needs, including 
sharp graphics, tight control, and backwoods country 

music blaring 
from the 
speakers. 

In 

cars plastered 
with real 
NASCAR 
endorsements, 
players get a 
chance to race 
against the 
latest point 
leaders, 
Including Dale 
Earndhardt, 
Jeff Gordon, 
and Bill Elliot. 
However, the 
less than 
spectacular 
effects and 
sounds 
reminds 
players that 


1 Wouldn’t you hne to go through 
the ditve-thni in this baby? 2 Ibis 
car wMI end igi hi Uncle Jesse’s 
back yard in no time. 


they are only sitting in their living room, and not 
jockeying for the checkered flag. 


e< 
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T he Clay Fighter series Is a lot like Pauly 
Shore’s career. At first, both were fresh 
and somewhat funny, but once the novelty 
wore off. It became apparent that neither had 
many truly redeeming qualities. 

It doesn’t help that the sprite based char- 
acters in Clay Fighter 63 1/3 have incredibly 
choppy animation, and its sluggish control 
won’t endear it to many fighting fans. To make 
things even worse, the bland 3D fighting are- 
nas rob the series 

of the clever, mod- e GENRE. Fickter 
eled backgrounds 
that were the best 
feature of the origi- 
nal. However, the 
biggest tragedy is 


that the fuzzy, anti-aliased graphics of the 
Nintendo 64 destroy the clay-like look of the 
characters. With a name like Clay Fighter, 
you’d think they’d at least get that right. 

O 3AN EGGER 


9 

PLAYERS. 1 

OR 2 

e 

PUBLISHER. 

INTERPLAV 

o 

DEVELOPER. 

INTERPUY 

o 

RATING. KA 


0 

n.S.R.P. 


Earthwonn Jim 
must have tost 
atiettoget 
stucktn 
this 
cnunmy 
game. 
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T he Super Street Fighter Collection actu- 
ally features three games on two CDs. 
Included are Super Street Fighter, Super Street 
Fighter 2 Turbo, and the completely new Street 
Fighter Alpha 2 Gold. Alpha 2 Gold is basically 
the same game as Alpha 2 except the charac- 
ters have been further balanced and a few new 
modes have been added. 

O GENRE. Fighting 


When your 
combo meter is 
cbatged up, 
you can puH off 
a Super 
Combo move. 


O PLAYERS. 1 TO 2 


e PUBLISHER. Capcom 


O DEVELOPER. Capcom 


All the characters are back, including 
Guile, Blanka, and Cammy, and all three games 
play like a dream. In fact, this collection fea- 
tures some of the best playing fighting games 
to ever grace a console system, period. This 
collection will bring tears of joy to your eyes. 
It’s a definite must-buy for any serious fan! 


RATING. T 


e n.S.R.P. 
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Edhe, eihls, nno nnE-unets urmcT, DUHE nUHEIII ms rnnK/Bim the flbH 


lasting onto the PC gaming 
scene in 1995 amidst a pack 
of depressingly uninspired 
Doom clones, Duke Nukem 3D 
brought a breath of fresh air to the 
genre with its campy humor and 
pulse-pounding action. Now, some 
two years later, GT Interactive has 
brought the game to the console 
battlefront in the form of Duke 
Nukem 64. 

The core gameplay of the 
original PC game has remained 
relatively unchanged, as has the 
storyline. Duke is still out to fend off 


an ugly alien menace, but he now 
has an even more pressing reason 
to fight: the aliens have stolen all of 
the Earth’s babes and he must 
rescue them. 

Duke 3D looked great on the 
PC, so it has to look even better on 
the N64, right? Unfortunateiy, when 
compared to other 3D action games 
on the N64, Duke Nukem 64 falls 
short of the mark. While the game’s 
framerate is smooth, and it does fea- 
ture some impressive lighting and 
expiosion effects, the game suffers 
from gritty texture maps and some 


iw weapons, new 
rels, and loads of 
action are Duke 
Nukem 64^ biggest 
assets. Did we 
forget to 


Big gun, small... uh... 

never mind. ^ 


downright disappointing enemy 
sprites. Sure, the game is running on 
a $149 Nintendo 64 and not a 
$1,000-1- PC, but you just can’t help 
but feel that It could have looked that 
much better. 

What ultimately elevates Duke 
64 above the level of ‘just another PC 
to console port’ are the added extras, 
in the form of new weapons and lev- 
els, not found in the original PC game. 
Also noteworthy is the four-player 

deathmatch mode that’s not 
only a blast against friends, 
but sports a brisk framer- 
ate to boot. 

In the end, Duke Nukem 
64 proves to be a solid, but 
not mind-blowing, addition 
to the N64’s first-person 
action lineup. While the 
game might not have bene- 
fited from the 64-bit 
treatment as much as fans 
of the series had hoped, it 
still manages to provide 
enough reason for diehard 
Duke fans and newcomers 
alike to want to take a look. 




Surveillance cameras are great for 
scoping out your enemies. 



Duke Nukem 64's explosions are awe- 
some. It’s a shame that the rest of the 
game doesn’t look this good... 


ALTERNATIVES 

Goldeneye QD7 '^.1 
Hexen taM 7M 








Duke’s on a mission to save the 
world’s foxiest babes from an evil 
alien force. Hall to the king, babyl 


the; line 


The new grenade launcher packs 
quite a punch. That’s gotta hurti 


Dukematch Is one of the game’s 
finer points. Ole, scumi 


Getting up dose and personal 
wHli the game’s enemies is a 
rather ugly affair. 
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Also available for Windows' 95 PC CD ROM 


St 
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°9oinl 


air, sitk IrUI^ «"« *f" 
rooeous trg<k^ inciuding 
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tftp 2 ,C5a~*B"SO’ 

WK 14 


.r wheelie on both motocross 
1 <» perbikes . Turbo-steer on 




ide through corners 

k uD wods o\ 




Crank it over and hit 220 
in the straightaway. 


Fast, arcade-sfyle motortycle racin 
for your PlayStation.™ 


www.mracer.com 


ELECTRONIC ARTS 


PlayStation 


© 1997 Delphine Software International. Moto Racer, Delphine Software International and the Delphine Software logo are trademarks of Deiphine Software International. Elecfnit|c 
logo are trademarks or registered trademarks of Electronic Arts in the United States and/or other countries. The rotings icon is a trademark of the Interactive Digital Software Assm 
PlayStotion logo are trodemarks of Sony Computer Entertainment. Windows is a trademark or registered trademark of Microsoft in the United States and/or other countries. 
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ALTERNATIVES 

Rally Championship 6.3 
Wave Race bH T.S 
Cruisn USA 3.1 
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1 Unlike real life, Ms game lets 
you dilve on snow covered 
mountain roads! 

2 like every driving game around 
at the moment, the secret of a 
good start is hovering RPMs Just 
helow the radHne. 

3 Where are all the spectators? is 
the race that boring? 

4 LHre Ridge Racer, you can stop 
opponents from overtaking you 
simply by putting yourself in their 
way. This works especially wen on 
Ught comers. 


erating black borders and Intrusive 
vehicle Instrumentation. Of course the 
benefit of this technique Is a silky 
smooth frame rate throughout. Very 
few games can even approach this 
level of speed and fluidity. 

Rumble pack activation at first 
seems hopelessly random, but even- 
tually you’ll get to feel the road and 
road side obstacles even when you 
can’t see them! A memory pack 
might also be a good Idea since this 
game has an awful lot of custom car 
and track information that you need 
to save. You certainly don’t want to 
start from scratch with the 
bare bones selection avail- 
able at the beginning. 

Add to all this mix the San 
Francisco Rush- style 
shortcuts found on every 
track and you have an 
unexpectedly polished and 
pleasing performer. Crap 
name, though. 


cean Of America has taken 
a brave step forward by 
licensing a game from a 
Japanese developer and rushing It to 
these shores. And boy, are we glad to 
see it. Multi Racing Championship is a 
fast blast. 

The game will manage to 
spread it appeal to both Ridge Racer 
and Sega Rally Ians, since it’s effec- 
tively a combination of both. Much of 
the driving takes place on well paved 
city streets, but most shortcuts and 
many regular section of track take 
you out into the wilderness a little. 

This mixture of on and off road 
racing means that the selection of 
cars has to reflect the changing land- 
scape. Initially, there’s a good 


Not only can you select a car from a 
faMy wMe range, but you can tweak, 
tune and hone It to suit your driving 
preferences. Hot bad. 

selection of vehicles — from fast 
Italian sports coupes to giant, 
Hummer-esque off roaders. Each 
vehicle can be further customized by 
the driver to best suit his or her 
handling needs. 

The analog control that 
Nintendo games benefit from Is put to 
especially good use here. Control Is 
delicate and subtle and most cars can 
be powerslld to perfection. This range 
of control means that almost any 
vehicle can be thrown round a track 
to victory. 

Graphically the game falls down 
slightly In two areas — the textures 
can be dirty and chunky looking In 
places and in split screen mode, 

much of the view- 
No wonder insurance able area Is taken 
rates have gone up! up by polygon-llb- 


Here, famed race 
driver Luigi 
Caihurettort puts 
Ms racer hi neutral 
and coasts down a 
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( HEUIEU/S 


e GENRE. Puzzle 




ncnDEm¥ 


GENRE. Simulation 


e PLAYERS. 1 


PUBLISHER. INTERPUY 


e DEVELOPER. Interpuy 


RATING. KA 


9 N.S.R.P. 






■ f ■ ell, I must admit, I was very skeptical about 
Ur StarFleet Academy aUer Star Trek's track 
record. However, Interplay has created a game well 
worth playing. StarFleet Academy p\ays exactly as its 
name implies. The piayer guides a group of raw 

cadets on vari- 
ous missions 
in and out of 
Federation 
space. All In 
all, the graph- 
ics and sounds 
are nothing 
short of 
impressive, 
and the mis- 
sions have 
enough variety 
to keep the 
player coming 
back for more. 
The only gripe 
I have with this 
game is that It 
plays a little 
too much like 
a star fighter 
arcade game 
rather than a 
game consist- 
ing of massive 

starships that could have lent itself to a bit more 
emphasis on strategy and tactics. 


1 Starfleet Academy goes where 
no Star Trakf^me has gone 
before — It’s actually an excellent 
game. 2 Favorites from the classic 
Star Trek series help to guldo your 
StarFleetcareer. 
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mHRBDES 


B oldly emblazoned on the Lose Your 
Marbles box is a sticker proclaiming the 
game to be ‘more fun than Tetris' (or your 
money back). So, is it? Not quite. The good 
news for SegaSoft is that although Lose Your 
Marb/es doesn’t achieve the legendary status 
of Tetris, the game is good enough that puzzle 
fanatics should be more interested in playing 
the game than returning It. The game, which 
requires the player to match up an ever 
Increasing flow of marbles in a single line. Is 
simplistic, but challenging and almost as 
addictive as Tetris. Multi-player play Is limited 
to two people, but can be played via a single 
keyboard, modem, or LAN. If there is any draw- 


OAum/viKO Ogaheplay 


Simplistic In 
nature, but 
strangely 
enthralling, 
Lose Year 
Marties Is one 
the best 
puzzle games 
In years. 


e 

PLAYERS. 1 

OR H 

e 

PUBLISHER. 

SegaSoft 

9 

DEVELOPER. 

SegaSoft 

e 

RATING. KA 


9 

n.S.R.P. 



back to the game, it is the lack of visual vari- 
ety, but then, who ever played puzzle games 
for the graphics? 
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■ ■■ell, life-sim games are slowly becoming 
%MM a software trend here in the U.S. and 
Graduation, Mixx's first offering, delivers the 
goods. In Graduation, the player assumes the 
role of a homeroom teacher in charge of five 
young ladies with different personalities. In 
order to succeed in his or her job, the 
homeroom teacher must make sure that these 
girls graduate from high school. 

With each personality, there are 
weaknesses and strengths which the teacher 
will have to play upon. The player has to also 
make sure that he or she don’t stress out his or 
her students or else they may become moody 
or even sick. 

All in all. Graduation has the potential to 


In Graduation, 
the player 
assumes the 
role of 
homeroom 
teacher 
for five 
young giris. 


0 

GENRE. SinuuTioN 

9 

PLAYERS. 1 

0 

PUBLISHER, ilixx 

0 

DEVELOPER. Headroom/Tenky 

0 

RATING. KA 

9 

n.S.R.P. $as.ii 



become a glorified hit. If you haven’t given this 
interesting genre a chance yet, I highly recom- 
mend you check this game out. You may just 
be surprised. 
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GENRE. Action e PLAYERS. 1 e PUBLISHER. Konani 0 DEVELOPER. Konahi e RATING. KA O N.S.R.P. 
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¥nU^D BETTER HBT EO BUT BFTEB DBRH^ BE DBBCBLR WILL BET ¥BUi 


O racula must have appeared 
in more fiction than almost 
any other character. Our 
thirst for the evil Count and his blood 
sucking antics can never be 
quenched. Konami has made quite a 
bit of money cashing in on Vlad and 
his successors, with the occasional 
interference of Simon Belmont and 
his clan. 

Konami has been fairly clever in 
its handling of the plots throughout 
the series, even switching protago- 
nists between humans and vampires, 
as is the case with this first 32-bit 
Castlevania. This time, Richter 
Belmont (One of Simon’s progeny) is 
the bad guy, and Alucard, son of 
Oracula, is the good guy. Of course 
it’s not quite as simple as that, but we 
won’t ruin any of the later plot twists 
(and there are a few) by going into it. 



Ttie levets are huge, a mapmaklng 
memory will be advantageous. 
Explore at your peril. 



The 

Castlevania series 
was never really 
about heavyweight 
graphics, and this 
trend continues 
even on the 
PlayStation. These 
visuals are attrac- 
tive, but hardly 
inspiring. 

Animation of char- 
acters makes up 
for any lack of aesthetics in the back- 
ground though, and the overall effect 
is pleasingly familiar rather than dull. 
Layers of parallax and a few lighting 
effects spruce it up enough to 
avoid total disappointment. 

But, gameplay is, as ever, 
the main attraction and 
Castlevania has it in spades. A 
pleasing mix of platform, action and 
adventure is moved along swiftly by 
an engrossing plot. Leaping around, 
and whacking bad guys with an 
assortment of hand-held and 
thrown weapons is fun, but the 
collection of magical potions 
and spells makes the challenge 
even more fun. 

As with all Castlevania 
games, there are simply tons of 
secrets to discover — some of 
them vast and surprising (wait 
until you see what happens at 
the ‘end’ of the game). 

Frankly, there aren’t too 
many PlayStation games out 
there that offer this level of 
challenge and if you want epic 
adventure without the turn- 
based fighting (Final Fantasy 
VII), then Castlevania comes 
highly recommended. 


o 


1 Stats and magic add an fnter> 
esting RPG flair. 2 Although the 
graphics are simpiy renderedy 
the overaii effect is pleasing 
and clean. It can be hard to 
spot hidden goodies though. 

3 Our hero comes to a sheer 
drop, but sometimes it’s worth 
leaping before you look... 

4 Some of the areas in the 
game, like this one, look a lot 
like parts of die castfe dungeon 
seen in the SNES incarnation of 
the game. 



ALTERNATIVES 

ftega flan fi fl.l 
Machine Hunter 7.3 
Sentient b.S 


iw passageways 
are often be the 
hNjghest areas to 
negotiate, thanks to 
surprisingly clever 
bad guys. 


This Is one of the prettier levels. 
Looks almost good enough to eat 
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O GENRE. Platform 




e 

GENRE. Action 


o 

PLAYERS. 1 


e 

PUBLISHER. Electronic 

Arts 

o 

DEVELOPER. Dreamuorks 

H 

1 

H 

9 

RATING. T 


0 

n.S.R.P. 



O K, rftetosf IVor/cf is pretty — really pretty. It 
also blows — really blows. Dreamworks 
seems to have spent 90% of its time working on 
graphics, then squeezed In level design and control 
at the last minute. Despite all the smooth polygons, 
this Is a one-way trip Into side-scrolling action hell. 

There’s not a 
thing here you 
haven’t seen 
before, and 
done better. 

The control is 
awful, the 
goals obscure, 
and worse, 
sometimes 
things just 
happen for no 
reason: as a 
compy. In one 
level you’re 
chased by a T- 
Rex. Why? 
Don’t know. 
How do you get 
away? No 
clue — 
sometimes 
you can, 
sometimes 
you can’t. A 

bunch of levels are like that. Rack up one more rea- 
son to never buy a game based on a movie. 


1 The Lost World; Jura^c Parkis 
a nice game to look at. 
Everything’s fine as long as you 
just look. 2 Why Is this T-Rex 
slowly dying? I dunno. tt Just Is. 


e I 
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s the release of Saturn titles slow to a 
trickle, It Is ironic and sad that a compila- 
tion disk of the classic 16-blt Son/c games Is 
the most satisfying appearance of the beloved 
Hedgehog on the system to date. A brand new 
introductory 3D level (featuring Sonic and Tails 
In full 3D polygonal goodness) serves a func- 
tion similar to the Museum on Namco’s 
compilations and gives a glimpse of what a 32- 
bit Sonic game could truly have been. As it 
stands, a collection of Sonic 1, 2, and 3 results 
In a must have for any true videogame fan and 
could only be rivaled by a collection of 
Nintendo’s classic Mario games. So If you’ve 
got a Saturn, pick up Sonic Jam, If for nothing 


Oaudio/video Ogaiieplay 


e 

PLAYERS. 1 

OR E 

0 

PUBLISHER. 

Sega 

0 

DEVELOPER. 

Sega 

O 

RATING. KA 


0 

n.S.R.P. 
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Sonic’s 
strongest 
IH’esenceyet 
on the Saturn 
Is this 
collection of 
16 >blt classics. 


else than to recall a time when great game- 
play, a blue hedgehog, and a company called 
Sega ruled the world. 
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PLAYERS. 1 


O PUBLISHER. Asai Ent. 


DEVELOPER. Human 


O RATING, n 


O n.S.R.P. 


n ow here’s a scary game. Touting the 
catchphrase ‘Fear is Fascinating’, dock 
Tower enraptures the player with pure terror, 
as it dives Into the darkest realms of Europe. 
Within the game, the player must Investigate a 
series of murders committed by the notorious 
Scissorman and find a way to destroy him. This 
will not be an easy task, however, because the 
demon lurks everywhere. Containing multiple 
endings and paths, dock Tower enables the 
player to assume many roles, depending on the 
situation. The game’s main drawback Is the 
point and click Interface that makes the game 
less interactive than Resident Evil, but the 
graphics and sounds create a nightmare world 


A solid 
contender In 
the graphic 
adventure 
arena, Clock 
Tower brings 
horror to life , 
or should I 
say, to death? 


that does a good Job of immersing the player 
into the game. Yes, fear is fascinating. 
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REflUIREMENTS 

Pentium IHD 


tnTERBHLftCTIC STHRTEE¥ BEES REEL TIRIE! 


H fter numerous delays due to 
development and publishing 
woes, Paximperia Is back 
and better than ever. Following the 
basic structure set by the original Pax 
Imperia and Master of Orion senes, 
THQ Is hoping to once again lure play- 
ers Into the realm of intergalactic 
conquest. 

In the game, the player can 
assume a role from a variety of differ- 
ent alien races, each having their own 



Humans are one of the eight races the 
player can choose to play as. 


strengths and weaknesses. Knowing 
how to exploit a certain race’s forte is 
the key to winning the game. 
However, this kind of mastery takes 
time, especially when dealing with 
such factors as in-depth resource 
management and research efficiency. 
Then there’s the eiement of foreign 
affairs, where hostile and peaceful 
aliens demand ships, trade, and 
treaties. Throw in 15 other Al or 
human players and you could be In 
for one hell of a melee! The new addi- 
tion of a real time engine greatly 
enhances the game, with no players 
having to wait their turns. Instead, 
players can do whatever they want, 
whenever they want, with the action 
moving at a steady pace. 

Pax Imperia’s graphics work 
out nicely and should satisfy even the 
most Intrusive graphics tart. In fact, 
the control interface and design is 
integrated so well with the graphics 
that the player may find him or her- 
self clicking ali over the screen 


Players can 
choose from a 
lumber of different 
fleet designs in 
Pax Imperla; 
Eminent Domain. 


The foraign affairs department han- 
dles treaties, trades, alliances, 
assassinations, and black-op affairs. 




Combat situations take place In real time 
and can be played out either manually or 
automatically. 

looking for things to happen. Finally, 
the sound department offers excellent 
voices for fieet, research, and 
design instructions. The 
music is standard space 
opera music and is simply 
bland. 

If you’re a fan of the 
Master of Orion series and 
need more worlds to con- 
quer, this is your cup of 
tea. Otherwise, it’s the 
same old game that we’ve 
seen before. To players 
that have never tried this 
type of game before, I 
highly recommend this 
title. It’s offering of multi- 
player gaming, good 
balance, and variety of 
races creates a lot of 
depth that’ll keep you busy 
for months. 


e 



1 Dent have an inverse Tachyon 
pulse array? Then develap one In 
your research lab! 

2 This screen tells you the status 
of your colonies and whether 
they’re content or not. 

3 Pax Imperia’s Interface Is very 
intuitive and easy to use. 


A LTERNATIVES 

CaC: Red Aler*t, 
i'daster Of Orion 2 
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READY TO WEAR 

For the PlayStation’" game console 


" Reality Quest's The Glove... 
will change the way you 
playgames. " 


- GamePro 

July 1997 


" The Glove does 
give the dedicated 
gamer a competitive 
control advantage." 


The coveted Glove 
is a truly revolutionary 
controller. " 

-PSM 

October 1997 



License Pending 


- Ultra 

GamePlayers 

July 1997 



100% Compatible 
with the Standard 
Controller for the 
PlayStation™ 

Gome Console 

Digital, Analog, and 
Simulated Analog 
Modes 

Plug 'n Play 



For more information and availability, check out 

http://www.theglove.com 


and Reality Quest are tradeniorks of 
Reality Quest Carporation. 


Licensed by Sany Computer Entertainment America for use with the PlayStation game console. 
PlayStation and the PloyStation logo are trademarks of Sony Computer Entertainment Inc. 
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Leptus is dying. Thp tournament is on. And 
everyone wants a Chance to succeed the 
great Emperor of Entymion. Twenty-two 
bug-back warriors will 
enter a true-3D race to the 
death on their freakish mounts 
around 6 otherworldly tracks. And 


you will be one of them. Stunning weapons. 
Multiple attacks. 6 degrees of movement.3 
Deathmatches. Time trials. And, of course'i 
the ultimate Tournament. Enter thej 
hi-resolution hive of insane 
insect racing! Bugriders: The 
Race of Kings... it's the real sting! 


THE RACE.?0F KHIGS 


Desigfted for 


Microsoft 


I lit =1 


windows 95 


PlayStation 


BugRidars: The Race of KingsTM © 1997 n-Space, Inc. All Rights Reserved. 
Cre^ by n-Spetf», Inc. Published and cfeblbuted by GT Interactive Software 
Corp. Ptai^tation and the PlayStation Logo are trademarks of Sony Computer 
Entertainment, Inc. Windows is a registered trademark of Microsoft Cor^ration.: 
M All other trademarks are the property of ftreir respective companies. 


Lock-on with guided missiles 
and lightning-assaults. ■- 


.'K. 

> 
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Race to the death in two 
player split-screen mode 


Control speed by cropping 
and reining. 


SPACE, 
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H bout a year ago, when 

Soviet Strike came out on 
the PlayStation, it was the 
complete package. Photo-realistic 
graphics, solid misslon-hased game- 
play, and useful, well-done FMV. At 
the time, it was clearly one of the best 
games on the PlayStation and it 
desetvingly got a 9.0 (from yours 
truly), but now Nuclear Strike, which 
is an improvement, is getting an 8.4. 
What gives, you say? Nuclear Strike 
improves on Sov/ef Sfr/ke with better 
missions, different vehicles to control, 
and a slightly better look. However, 
compared to the current batch of 
games, it only ranks as a very good 
game, as opposed to the Ultra award 
given to its predecessor. 

That being said, lets get on with 
the review type words you’ve aii been 
waiting for. The ongoing Strike series 
loads up again in its iatest incarna- 
tion, Nuclear Strike. The combination 
of crisp graphics, big explosions, and 
intense missions immerses the player 
into a frenzied pace that continues 


The Dying batUefield plays a big 
part in Nuclear Strike, wtth land, 
sea and air. 


through all five levels and the 
countless missions within. 

The staples of the Strike 
series are securely in 
piace, allowing players 
to rip through infantry 
and take out any struc- 
ture on the map. The 
biggest addition to the 
game are the new vehi- 
cles you can control. 

Including a Harrier and a 
hovercraft. Most of the game 
is still spent in the chopper and 
even the new vehicles aren’t a signifi 
cant difference in gameplay. A 
greater variety of missions is the 
biggest plus to Nuclear Strike, but In 
the end, all I wanted to do was blow 
everything up. 

Overall, Nuclear Strike \s an 
awesome game, but if you’re only 
looking for one helicopter game, I’d 
suggest G-PoHce. 


H you X-ray a tank, you 
can see the wheel 
(shown In white) the 
hamster tuns In. 


Oh yeah, the 
plus in Hudear Strike. 


is a big 


The graphics in Hudear Strike 
ate the most realistic aerial shots 
I’ve seen. 


are the only 
vehicles that 
well on this 
strange green 
wlteframe terrain. 



1 The frame-rate has improved 
slightly item last year to make 
the gams smoother. 

2 You can even take out the trees 
If you so desire. 

3 The ditferent missions and good 
computer Al give the game depth. 

4 Super slick presentation com- 
pletes the Hudear SMke package. 


ALTERNATIVES 

G-Pollce IT 
Soviet Strike TT 
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The UEnEHHBLE SERIES FinHLL¥ THHES THE DimEnSIEnHL LEHP 


T he Street Fighter ser\es has 
had so many spin-offs, it has 
seemingiy spun itseif out of 
control. Since the dismal 'movie' 
game, Ryu and the gang have gone 
on to challenge the X-Men, and even 
accept minor parts in a puzzle game. 
Thankfully, the series has found some 
firm ground on the PlayStation, (at 
least temporarily) as Capcom has 
tweaked the graphics and gameplay 
of the £X Plus arcade game for this 
home version. 

Much like Tekken, as there are 
no side-step moves or ring outs. The 
game features 3D characters on a 2D 
plane, with close-ups on throws as in, 
err... Tekken. Those who have seen 
EX Plus in the arcade will recognize 
that the animation and background 
quality has been improved. The big- 
ger characters, like Zangief, still 
appear blocky, not having made as 
graceful a jump to 3D as more svelte 


pumsaKT 




e M « 

ta 0 losE 6 BiW -.££ BiM nr o use a 

luxe M gou 


There are a whopping 27 characters in 
this game, count 'em! The four hidden 
characters (hi Mack and white) can be 
opened up hy scaring paints in the Expert 
Practice Moile. 

characters, such as Chun-Li and 
Hokuto. This home version also 
includes two ‘Alpha’ characters, 

Sakura and Dhalsim, neither of whom 
made the coin-op line-up. However, 
several useless characters (Darun) 
still abound. 

Beyond the standard Arcade 


: The fighters in 
^Street Fighter EX 
Plus move even 
more fhridly in 30 
then they did in 20, 
ami now 



Zangief practices the art of faith heat- 
ing on Oarun, err... not exactfy. 



and Versus modes, EX Plus Alpha 
offers nice variation. The options 
include Team Battle, Time Attack, 
Survival Mode, two Practice modes 
(training and expert), and a peculiar 
‘Watch’ mode that lets you pick 
camera angles while the computer 
runs demo fights of player- 
selected characters. 

No matter what mode 
you’re in, at the end of the 
game, it’s still Street 
Fighter. Lunatic Street 
Fighter iunkms will say it 
doesn’t play quite as fast 
as Street Fighter Alpha 2, 
but most will agree that the 
smooth 3D characters and 
flashy effects certainly 
make up for it - 
rejuvenating the series for 
SF fans and renewing it 
just enough to keep even 
jaded gamers coming back 
for more. 

0 Tm mss& 



1 Cycioid-Beta ten*t nnich 
different, exc^ that it is a 
transparent texture that pulses In 
several different ctdors. 

2 Zangief practices the art of 
faith healing on Damn, err... 
not exactly. 

3 Super combos insure the same 
flashy finishes as hi the arcade. 
Whaf s with the asteroid? 


ALTERNATIVES 
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You love playing San Francisco Rush .in the 
arcades. Well, now you. .can race through .the 
streets gh. the Bay Area .in^ the comfort of your 


own living room. In- Fact,- ydu'lI...Be able to 
choose frOm six different, tracks {three more 
than in the arcade! version)., 'Each one shovyihg 


authentic San Francisco landscapes and SO fnany 
places to catch air that you might be, mistaken 



for an unidentified flying object; And, if that’s 


not enough, you can take shortcuts through 


open Fields and underground seWers. You can 


soar over buildingtops or.be catapulted into the 



air from a dismantled Freeway overpass. It’s. 
San Francisco Rush. And lucky for you it’s 
corning home in a more manageable size. 


Siih Francisco Rush EKtrfjne.Ractrt9’'^©l?97 Atari. Gd’mes'Ccrpordtfcn. All rights reserved. Midwdy.is a feglstered trademark of’I'Adwdy Gdmes Inc'. 
San Francisco Rush Extremfe; Racing is .a trademark of- Atari Ganws Cpr^sdration. Drstfibuted by Midway Rome Eotertairirnent Inc. under .-licerise. 
Ninteitdo. Nintendo 64' and the 3-D “N*'- loq.b are trademarks : of Ninterf'do of America Inc. ©1997 T^iptendq of Amptioa. Inc. PlayStation and the 
PlayStatlon'iogos are trademjjrks of Sony Computer Entertainment ln,c. • . • , ’ ' 




HEUIEUIS 


GENRE. Putforu e PLAVERS. 1 e PUBLISHER. Capcoh e DEVELOPER. Ocon e RATING. KA 9 M.S.R.P. 






THE LINE 


OAUHO 8 VIKO 


GRAPHICS 


MUSIC 


SOUND EFFECTS 


OGAMEPLAY 


OSPECIAL 


INTERACTION 


EXTRAS 


BALANCE 


PRESENTATION 


DEPTH 


INNOVATION 


All the familiar settings are here. 
Care to play In the snow? 


The bosses are as tough and 
tofcky as ever. 


The weapon power-up and slide 
features are still available. 


On occasion, the game features a 
ratherunconvlnclng 3D effect, 
such as this staircase. 


F erhaps more than any other 
company, Capcom has man- 
aged to make 20 an 
acceptable alternative in the 32-bit 
age. Even as other companies are 
swearing off 2D for good, Capcom 
has stuck to its guns when they felt 
the approach was right for the game. 
Now, with Mega ManX4, the com- 
pany is once again trying to capitalize 
on its powerful name recognition, and 
perhaps even more powerful, its abil- 
ity to create fast moving, satisfying 
2D action games. And so, if you were 
hoping for more out of this latest 
installment in the Mega Manx senes. 


go no further. Mega Man X4 is level 
after level of traditional 2D, shoot 
everything that moves, power up your 
weapons, fight ridiculously hard 
bosses kind of action. 

The game features two playable 
characters. Mega Man X and Zero, 
each of which offer different 
strengths and abilities. Surprisingly, 
your choice of character actually does 
affect the way the game is played and 
not just the look of the weapons or 
some other trivial cosmetic effect. 
Beyond the choice of character, the 
game features the standard selection 
of environments in which to play. 


From volcano to jungle to ice 
levels, they’re all here and 
they’re all just as you would 
have expected to find them 
in the 8- and 16-bit eras. Of 
course, this is both a com- 
pliment and an indictment. 

For gamers looking to 
recapture the feeling of videogam- 
ing’s past, this game’s got it, but 
there are very few surprises because 
of it. 

In the end. Mega Man X4 is 
everything you might expect it to be 
and has been fer years. Sure, the 
color palette is a little more impres- 
sive and the sound effects are 
good, but beyond that there 
is nothing new and/er 
exciting about the latest 
installment in the series. 
And so, it comes time to 
say the inevitable — if 
you love Mega Man games, 
you’ll probably love this 
one, too, but if you’re 
looking for something with 
any sign of forward 
thinking, this is not the 
game for you. 

O PATRICK 
meGATTA 


tt’s familiar 
2D action you 
crave, Mega 
A(a/iX4hasit 


Playing as Zero, the player must make 
the best of his short range attack. 


ALTERNATIV ES 

Croc 

tIDK '1.5 


The deep color palette of the PlayStation 
helps a little bit to upgrade the look of 
the game. 
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This game rips asphalt. 
White-knuckle the wheel 
and feel those raw 
nerves pulse. 230 mph. 
Crashes so realistic, 
you’ll beg for salve. Add a 
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little split-screen action 
so you can taunt your 
friends. Formula 1 has 
been reborn. Grab hold. 
Pierre. The back of your 
neck is going for a ride. 




-idf 







mly NFL game good 
to put my name on it 


eno 


Jimmy johiisoii, Miami Dolphins 


I nun 


Moiivation, gaiiic lips, personnel 
assessment and post-game anahsis 
Irom jimmy johnsoii 


Coach’s Clinboaid 


Create your own euslom 
plays aiul save llu m 
oil Ilk inoi v ( aid 


3-D r iPassing Inlet face 


Plus Customize Pluyvi s uiul 
Teams, General Managei Made, 
and Adjustable lieid lime ( amt la 
Movement Ikfoie the Snap 


<e(op«4l by 


PlayStation 


I PADDED cm STUDIOS 


© 1997 Interplay Productions, All rights reserveii VR Sports VR Fuothafl eiifl The Diflereiice Is Re;il ate 'radeiMarks ot Interplay Productions Ail rights reserved. Exclusively licensed and distributed by Interplay Productions. 
Developed by Padded Cell Studios, a subdivision ot Game Tek, Inc Jimmy Joniisori is a trademark ui uoiuuii Cane Enterprises, The NFL shield design is a registered trademark of the National Football League. TM/© 1997 NFLP. 



Back-to-Back Super Bowl Championships 
Four -Time NFL “Coach of the Year” 

36 Consecutive NCAA Victories 



Start Taking Notes. 


Team names, nicknames, logos and other indicia are trademarks of the teams indicated. Officially Licensed Product of the NFL Players. © 1997 PLAYERS INC. The PLAYERS INC. logo is an official trademark of the National 
Football League Players. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. All rights reserved. All other copyrights and trademarks are the property of their respective owners. 
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r ecmo's first entry into the puzzie game genre 
offers up a competent chaiienge for fans of this 
genre, in Stackers, you’il have to iink up four or more 
of the same coiored blocks to set off a ‘chain reac- 
tion’ of board clearing goodness. The emphasis of 
winning is more placed on making your opponent 
lose, rather than clearing your board. As a one- 
player game, the pace tends to be a little on the slow 
side, but hardcore puzzle fans may find themselves 
compelled to give this game a try. Tecmo’s Stackers 
doesn’t have the classic quality of Bust-A-Move 2, 
but it does provide enough enjoyment in two-player 
mode and for fans of the genre. 
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PUBLISHER. 

Sony CE 
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DEVELOPER. 

Sony Inter. 

0 

RATING. T 


0 

n.S.R.P. 


J udged on appearances alone, Steel Reign 
looks to be a competently constructed 
tank simulation that features a variety of 
expansive 3D environments. In actuality, the 
game features a variety of futuristic armored 
vehicles that behave with little similarity to 
current day tanks. Following the traditional, 
cliched videogame formula, new weapons and 
‘health’ is acquired via power ups located on 
the field of battle. Numerous missions with 
differing objectives make the overall gaming 
experience satisfactory, but a focus on more 
tank-like gameplay would have given Steel 
Reign a more unique persona instead of being 


just another 3D shooter. 


01 


Featuring 
futuristic 
armored 
battles, Steel 
R^gn Is more 
30 arcade 
shooter than a 
tank simulation. 


IM 
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GRAPHICS 

a 

INTERACTION 7 

EXTRAS 

a 


NUSIC 

? 

BALANCE 7 

PRESENTATION 

7 


SOUND FX 

7 

DEPTH q 

INNOVATION 
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O 

GENRE. Adventure 

O 

PLAYERS. 1 OR E 

c 

PUBLISHER. GT INTERACTIVE 

o 

DEVELOPER. Odixjorld Inhab. 

o 

RATING. T 

0 

n.S.R.P. sqq.qq 


Stackers may not have the charm of some of the 
other tities In the same genre, but two-player 
puzzle games are alwa]^ addicting. 
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GRAPHICS 


msic 


SOUND FX 


Ogafeplay 


INTERACTION 


BALANCE 


DEPTH 


OSPECIAL 


EXTRAS 


PRESENTATION 


INNOVATION 


■ ■■e’ve all played 2D side-scrolling adven- 
mMa tures before, right? Nothing particularly 
new in Abe’s Oddysee, right? Wrongo. Players 
take control of an outstandingly designed char- 
acter, Abe, in an interesting world, who has a 
host of possible actions and, more importantly, 
interactions through what Oddworld caWs 
‘Gamespeak’. The result is a game that is 
extremely reminiscent of Delphine’s classic. 
Flashback, or Jordan Mechner’s Prince of 
Persia, but boasts far better character design 
and visuals, as well as deeper puzzle elements. 
Puzzles generally involve getting past difficult 
obstacles by either stealth (e.g. tip-toeing, hid- 
ing in shadows), possessing others (useful for 


‘acquiring’ other lifeform’s weapons and abili- 
ties), or simply navigating difficult passes. All 
in all, an excellent effort that gives new life to 
the side-scrolling adventure genre. 




These partlcu- 
larly nasty guys 
are the prime 
component of 
Paramite pies. 
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GENRE. Action e PLAYERS. 1 e PUBLISHER. Psygnosis 9 DEVELOPER. The Uheelhaus o RATING. T o N.S.R.P. $4^.15 


( REUIEWS 






ALTERNATIVES 

Nuclear Strike 8.3 
Acs Combat B 1,3 


Euen m the futuhe, ceps hhue eiusthches nno eht oanuTs. Ea fieuhe... 


E ver since the birth of the 
PlayStation, Psygnosis has 
been one of the premiere 
developers, if not THE premiere 
developer. Games like Destruction 
Derby, Wipeout, and Formuia 1 have 
pushed the PlayStation’s powers to 
the max. With G-Potice, Psygnosis 
has captured lightning in a bottle 
once again. 

The stunning 3D graphics and 
outrageous special effects serve as a 
backdrop for a deep, fun game. In 6- 
Potice, you are Slater, a pilot on the 


force looking for answers about his 
sister’s mysterious death. The game 
propels you on a wild ride through a 
futuristic city at night, where you 
have to navigate a chopper 
through tall buildings in a sin- 
gle bound or something like 
that. What really makes G- 
Poiice work is the incredible 
variety of the missions, and 
the freedom within the mis- 

Soon all the top models 
will be wearing G-PoUce 
Jump suits! 


Missions combining itie G-Pollce 
forces are exceilent 


Yhr iighUng effects In G-Potice are 
truly exceptional. 


Nothing more 
satisfying than 
seeing the boys 
coming down the 
a bust. 


1 The police captain Is the love-child of 
Sinead O’Conner and Robo-Cop. 2 The bell- 
copter controls like a dream, making chases 
through the cities quite enjoyable. 

3 Maybe next time they’ll adhere to the 
posted speed IhnlL 4 The polygon models 
In the game are exceptional and 
detailed. 5 The variety of camera 
angles work nicety, but the in-tieli- 
copter view is the easiest to play. 

sions to just plain blow stuff 
up. Certain missions are your 
typical seek and destroy, but 
other missions, like escorting 
land units, keep you on your 
toes. While trying to complete 
these missions, you can fly wher- 
ever you choose and just start 
picking off innocent traffic, if you 
so desire. 

The control takes a bit of get- 
ting used to, but after only a few 
plays, it is intuitive and tight. One of 
the only problems with G-Potice is 
that the PC version looks so damn 
good. The 3DFX-enhanced PC version 
is one of the most beautiful games 
we’ve seen, making the PlayStation 
version look far inferior. It’s just 
too bad that the 3D accelera- 
tors are making console 
games look like poor imita- 
tions. However the speed of 
play and ease of use makes it 
certain that console games 
won’t ever die and soon 
enough there will be a new 
system that surpasses the PC 
and the cycle will continue. 

Just flying a helicopter 
around and blowing up stuff 
with the incredible weapons 
would have given this game 
an 8, but the depth of game- 
play ensures that it’s one of 
the better PlayStation games 
this Christmas. 

0 NIKE mtmN 
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Ull this, sno h ftEnLL¥ bis sun, ran! 


S omewhere in the midst of 
our esteemed 

algebraic/numericai science 
ratings system here at UGP, we 
seemed to have left out a category 
measuring the amount of fun to be 
had in a game. This was obviously 
done on purpose simply because of 
the intangibility of somefhing as sub- 
jective and individually experiential as 
‘fun,’ which therefore makes it a fac- 
tor difficult to measure and most of 
all, rate. But, after playing Tme Crisis 
for hours on end, the term ‘fun’ is 
basically the first and only phrase 
that screams out at me upon 


inducer. And of course, the fast- 
paced pinpoint accuracy of the shoot 
‘n’ duck interaction is a nice improve- 
ment over past videogame shooter 
shoddiness. There’s also the bonus of 
including a nice set of game modes to 
challenge the gamer. The intensity of 
the soundtrack and audio effects only 
add to the attractiveness and presen- 
tation of Time Crisis. But there’s an 
almost unnameable appeal beyond 
these obvious features. Whatever it 
is, it seems to surpass the slightly 
mediocre graphics, which are 
painfully blocky and clip like nothing 
else on close-ups. And it almost can- 
cels out the frustration felt when 
constrained by a seemingly insur- 
mountable and merciless time limit. It 
even made me forget about the 
annoying lag time that occurs when 
you’re hit. 

That one little ‘thing’ that 
makes all of the strengths of 
the game stronger and all the 
weaknesses forgivable is that 
this game Is just pure fun. I’ll 
be the first to admit that there’s 
nothing better 


You’ll find that the earlier stages are 
filled with easy pickings like these 
thugs. They’ve got to have THE worst 
scores at the shooting range. 


How does that saying go again? ‘Shoot 
‘nn all first, then ask questtons later’? 
Sounds good to me. 


THE LINE 


OAUHO & vmo OGAtlEPLAY OSPECIAL 


HEUIEUIS 


GENRE. Shooter 
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INTERACTION 


EXTRAS 


GRAPHICS 


PRESENTATION 


MUSIC 


BALANCE 


INNOVATION 


DEPTH 


SOUND EFFECTS 


than gripping the GunCon, 
imagining that you’re an 
angel of justice from some 
miscellaneous John Woo 
(Face/Off, Hard Boiled, etc.) 
movie, and exterminating 
faceless thugs from the face 
of the earth. There’s virtually 
nothing like it, without actu- 
ally being in a John Woo 
movie or making a pact with 
the devil (or a criminal 
lawyer). Time Crisis is the 
safest bet, and you’ll proba- 
bly have more fun in the 
process. Arcade shooter 
fans should definitely give 
this game their best shot 
(bad pun intended). 

O FRANCESCA 
REYES 


ALTERNATIVES 

Die Hard Trilaa? a.S '' 
W.rtua jColl 

tLethal Enforcers la II H.L 


9 Crtsi^ main 
9 Just rec^iUy 
won the 

coveted polygonal 
Chris Redfield 
look-a-llke contest! 


1 Bosses usually take a couple 
hits before you’re able to cmi- 
hnue. You’ll run into these ninjas 
more often after you conhont fltis 
boss. 2 A variety of gameplay 
modes adds replay value In Time 
Crisis while providing a viable 
challenge. 3 Aacunci plays a big 
role in defeating the game. Ymi’il 
be able to chedc your hit rate at 
the end of each area. 

4 Make sure to get tttese guys 
before they kill you with their 
*Y.M.C JL* dance routine. 
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a GENRE. Driving 

a PLAYERS. 1 or H 


PUBLISHER. Miwjay 


a DEVELOPER. Grepilin 


a RATING. KA 


a n.S.R.P. 


H fter the high speed excesses of Multi Racing 
Championship, Top Gear Rally seems like a 
darned serious simulation and in many ways, it is. 
The 64 bit version of the game has smooth, if 
sometimes 
repetitive, 
graphics. 

These are far 
outclassed by 
the detailed 
and sharp- 
looking car 
modeis. 
Gamepiay is 
fun and 
engrossing. 

The vehicles 
perform pretty 
much the way 
you would 
expect, sliding 
around like 
they’re on ice, 
but in a cool, 
controllable 
way. 

Environmental 
effects also 
boost the game 




1 As you might expect, the snow 
affects the way your car han- 
dles — quite dramatically. 

2 Backgrounds and tracks are 
realistic, but not necessarily 
really exciting. 


graphics, with fog, rain and snow all making pretty 
and interactive appearances. All in all a fine game, 
but perhaps not for high speed tWpCouf freaks. 


9 
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O GENRE. Shooter 


PLAYERS. 1 


e PUBLISHER. nicuAY 


DEVELOPER. Atari Games 


RATING. T 


e M.S.R.P. $4H.'TT 


B rought to you by the same team that 
deveioped Area 51, Maximum Force is 
essentially the same game, only with jump- 
suited terrorists instead of aliens. There are 
three scenarios to blast your way through, 
each featuring a different locale — boat, city 
center, etc. To its credit. Atari Games has kept 
the traditional track-based light gun premise 
intact while adding fresh and new elements to 
spice up the mix (the underwater sections are 


particularly agreeable). However, when it 
comes down to the nitty gritty. Maximum Force 
offers little in the way of innovation that, say, 
Namco’s TV/ne Crisis does. And in a genre 
where not much has changed in a few years, 
this is paramount. 


e, 


It’s standard 
light gun fare 
— shoot the 
terrortsls, 
but not 
the hostages. 


OAUHO/Vim Ogaheplay 


OSPECIAL 


GRAPHICS 

7 

INTERACTION 

7 

EXTRAS 
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7 
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GENRE. Fichter 

9 PLAYERS. 1 OR g 

9 PUBLISHER. tllDMAY 

9 DEVELOPER. Atari Games 

9 RATING. M 
9 M.S.R.P. 


D eveloped by Atari Games, Mace mixes a 
medieval back-story with an ordinary 3D 
fighting engine and, in the process, fails to 
offer fighting fans anything new or exciting. 

The game is very pleasing to the eye, with mul- 
tiple effects like mip-mapping and anti-aliasing 
putting Nintendo 64's hardware to use. 
Unfortunately, while the game excels in graph- 
ics, it comes up short in gamepiay. A variety of 
moves, from combos and projectiles, to execu- 
tions are available, but the control is sluggish 
and at times downright boring. 

Nearly a year on store shelves, the 
Nintendo 64 is still In dire need of a spectacu- 


lar fighter. Midway's Mace: The Dark Age, a far 
cry from perfect, is still the best offering yet. 


9; 


A wide 
selectlan of 
diverse 
charactera 
are at 
your disposal. 
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To call it a driving game is 
It’s more like a flight 





KDS TO MULTS 



PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. © 1997 Porsche Cars North America, Inc. Porsche and the Porsche Crest are registered 
trademarks of Dr. Ing. h.c.F. Porsche AG. © 1997 Sony Computer Entertainment Europe. 



misleading. 

simulator. 





Not long ago, Porsche came to us to develop 
a driving game featuring their newBoxster' 
automobile. Needless to say, we accepted. So 
what do you get when you put a bunch of 
PlayStation™ guys and Porsche guys in a room 
together? This; the opportunity to take a 
Porsche Boxster through open-road environ- 
ments and onto tracks like Stuttgart and stomp 
on the accelerator until your heart begins to 
fibrillate. Just try to remember, it’s only a game. 



PlayStation 


NEVER UNDERESTIMATE 
THE POWER OF PLAYSTATION™ 



rhis month's rap pichs 





this month 



H ey, we realize that 
even though we have 
to show up for each and 
every issue, some of you out there don’t 
feei the same way. We know that some 
months are tough, and that you don’t 
always have the extra cash to shell out for 
the latest issue of ULTRA GP. Don’t fret! 
These pages fill you in on all of the games 
you missed. Just don’t worry about us, 
slaving away each and every month. It’s OK. 

ultimate aujard 

hen a game is rea//y good, we give it 
our ULTRA Award. We don’t hand 
these things out to just any game — it’s 
got to get past the most grueling review 
system in the biz and still 
come through with at 
least a 9.0 rating. That 
ain’t easy! Recent 
ULTRA Award win- 
ners are shown 
below with a special 
red number. Don’t 
miss out on 
these games!!! 





From huge swords to 
babes with huge, uh... 
breastplates, Bushido 
Blade has It all! 



6.9 


7.0 



• Issue #101 


BfruLBLnaen CHrmptons 

• Issue # 98 



Bfrrri-e Bnenrt rosHinoen a 



BnrrLesTBrions 



BLmr CORPS 






m 


8.5 





BRRVO RIB RRCe 



BRORCn HELIX 







m 


8.3 


• Issue # 100 


comRncHE 3 



CROC 



CRYPT HILLER 


DRRH RIFT 
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Bushido Blade 

PS 

Rating: 

1.1 

S 

Street Filter EX + Alpha 

PS 

Rating: 

1.D 

3 

G-Police 

PS 

Rating: 

1.D 

4 

Star Fleet Academy 

PC 

Rating: 

1.D 

5 

Sonic Jam 

ss 

Rating: 

1.D 

L 
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• Issue # 102 
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P€L.onr 11-7S 


PIPP 


• Issue #102 


• Issue # 98 
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• Issue # 102 


com. sroFtm ‘9T 


• Issue # 97 


coL-oenere 


• Issue #102 


HP 

m 


CRPno m-pm bppcbpll 


• Issue # 98 


cppno roup ppcinc bb ] 


• Issue #102 


I Hepc’B PDvenrupe 


BP 

m 


• Issue #102 


H€PCUL€S 


Hcxen 69 
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• Issue # 99 
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JTORKING DESIGMi^ 


CONTENT RATED BY 


nputa^ntertainment Inc. "RAYSTORM" is a trademark of Taito Corp., licensed by Working Designs. Original Game © Taito Corp. 1996. 
a restored trademark of Working Designs, Inc. All rights reserved. "SPAZ" is a trademark of Working Designs, Inc. All rights reserved. 

41 7. Call 1 -800-771-3772 for Game Rating Information. 


lion anb the PlayStation logos are tragt^^rks of Sony ^ 
ffranslafipn© Working Designs 1^^"W^ing Designs* 
fcray light my fire!? For a deallr near you,1^ll (916) 243- 




ILbuttorK 


soirjetiTii 


.mfe< 


s ornehpwl 


Mte-botoob 


<treves®il 


s^ttsfor 


ion^Bi 


.tiLUJta)„ 


k Like I mentioned in my opening 
K biurb, i’ve been quite pieased 
n with the amount of emaii and 

■ snaii maii that made it through 

■ Biii's rigorous screening process 
r for enciosed money and onto my 

desk this month. It seems that a lot 
of you have been honing your hack- 
ing skills and doing your videogame 
homework over the past months to 
produce a real load of clever codes 
and cheats. That's why I decided to 
pick two winners this month, instead 


of only one. Call me ‘crazy,’ but I 
think that since Turkey Day is just 
around the comer, I’ve been getting a 
little too generous. Take advantage of 
it while the gettin’s good, gang, by 
sending your codes into the usual 
address, ATTN: Code Monkey. Or you 
can do it, electronically, via 
<freyes@ultragp.com>. 


All PlayStatkin, N64 and Saturn 
Code Monkey winners will receive 
a GameShark Videogame Enhancer 
provided courtesy of Interact 
Accessories, Inc. Yes, the N64 
Game Shark Is finally herel Of 
course, PC owners sUII won’t get 
Jack! No, Just kidding. PC owners 
will receive a prize of equal or 
greater value than a GameShark at 
the dlsrneUon of UGP. 


1-3 To access the enUra soundtrack, 
simply begin a new game and enter In 
your name as MUSIC/ON. Alter you 
confirm your name entry, the game 
will automatically enter Into a music 
select mode where you can choose to 
listen to any of the ganw’s 
musical tracksi 


4-8 To access a secret area and begin the game 
with a powerful army, start a new game. When 
you're asked your name, enter in FIRESEAL as 
your name and simply proceed to the actual 
game. When the map screen pops up, you’ll 
notice a new area called 'Dragon’s Heaven’ Is 
now accesslblel 


.gjMnaJt, 




music ni®DE 


06 AUTUmN SKY/WemAHHEAP.T 


BUT FIRST. 
r^UR KAmi 




IS NAme"” ni,usrc3';eNj 
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1-4 The trick to getting some 
of the mirrored courses, extra 
tracks and bonus vehicles all 
lie In mastering Multi Racing 
Championships. Here is a 
guideline for accessing some 
of the goodies! 


1 -4 At the ‘Press Staif screen, push the 
buttons In this order C4, C4, C3, 03, 01, 
02, 01, 02, B, A, then press and hold Z 
while pressing START. The announcer 
should yell ‘GOAL!’ to confirm the code. 
When the game starts, all players should 
now have superdeformed heads. 


<ATJfiIcr.<a. 


;oi rses 


5-7 At the ‘Press Start' screen, push the 
huttons In this mder: O, L-shift, O, L- 
shift, O, L-shIft, O, L-shift, O, R-shift, O, 
R-shIft, O, R-shift, O, R-shift, B, A, and 
then press and hold down Z then press 
START — there you are. It will give ymi all 
star teams. 


- El LiA V STATiol 


3-4 A new shape for your truck 
doesn’t necessarily mean you’ll win, 
but It’s cool, anyways. 4 No damage? 
Oool beans. Maintain your speed and 
you’ll get first place! 
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HLL HCCESB 



^iNrfcNio 


1-3 Go to the options screen and set 
the difficulty to Professional and the 
number of laps to 6. Then go to the 
Main Menu and press Circle, Circle, 
Circle, Square, Triangle, Triangle, 
Square, Triangle. You’ll hear a ‘Ka- 
Chingl’ and ‘Codes Enabled’ will 
appear on the screen. 


4-6 Enter the name LINES to play a 
hidden game of ‘Lines.’ To play a 
game, you’ll have to r«nove a big 
enough area from the center of the 
ball on the screen for your frlMd to 
escape. You can remove pieces by 
lining up three in a horizontal or 
vertical line. 


4-7 On the opti(Nis screen change 
the difficulty to Amateur, turn off 
turbos, and turn off grapples. Now 
select Credits while holding L2 on 
the controller. 


7-8 Enter the name pncluding Uie 
symbol]: G (alien head) MEBOY to 
access hidden music in the game. 
To access the tracks, go to the 
‘Audio’ screen either in the Options 
or when you Pause the game. There 
are nine new music tracks that 
are selectable. 


fkimpi 


OFnoft& 




Isvsl 


LEVEL 
EPtSOBE . 


ki3t1asir,s 
a^wooaic j 


seleajioa 

EMOOSE 


ksdmme 
(tew asms ] 
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FILL ftCCEBB 



FIGHTER’S MEGRMIX 


Saturn 


fit TEnnuTB CasTumES 

At the character select screen, hold L + R 
+ C when you select your character. To 
play as Picky in orange armor, hold L + R 
+ X while selecting him from the 
character screen. 


1 -4 At the main menu (where you 
choose map select, vehicle select, 
etc.) type ENABLE quickly. You’ll gain 
access to all the tracks and cars. 


1-2 At the main menu (where you 
choose map select, vehicle select, 
etc.) type ENABLE quickly. You’ll gain 
access to all the tracks and cars. 


Without these guys, 
there’d be no 
Spandex industry... 


ybui4>i^ 




IGtE-HSQUARE-f 


h-^QUARE- 


STAR’ . 


TESTTOIVEI 


Meet the team. 
They’re the only thing 
standing between 
you and your ultra 
cool boxster. H 
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IHININC THE HOLY RRK 




Sega 


Saturn 



CamPLETE PiHiE List 

LOCATION TYPE 




Tetania, 


Mediun 


Macbeth 


Desire Mine Succubus 1 Muran 

Outside Desire Mine. . . Leprechaun 1 . . . Dana 

Desire Village Incubus 1 Lantano 

Forest of Confusion . . . Fairy 1 Daisy 

Forest of Confusion . . . Pixie 1 Maple 

Desire Village Pixie 2 Cherry 

Forest Cave Fairy 2 Iris 

Forest Cave Leprechaun 2 . . . Tak 

Forest Cave Incubus 2 . . 

Forest Cave Pixie 3 

own of Enrich Incubus 3 . . 

;Town of Enrich Succubus 2. 

Town Well Succubus 3. 


Enjewel 

Willow 

Masakari 

Dahlia 

Roberia 


« Dungeon Well Pixie 4 Cedar 

Enrich Dungeon Leprechaun 3 . . . Morgan 


f - Forest of Aborigine. . 
Forest of Aborigine. . 
Aborigine Mansion . . 
' Aborigine Mansion . . 
Aborigine Mansion . . 


Enrich Dungeon Fairy 3 Camellia 

Forest of Aborigine. . . . Incubus 4 Krupis 

. Leprechaun 4 . . . Kokus 

. Fairy 4 Peony 

. Leprechaun 5 . . . Zircon 

. Incubus 5 Liknis 

. Succubus 5 Driea 

Graveyard Catacombs . Succubus 4 Lacey 

Mountain Cave Fairy 5 Lily 

Mountain Cave Succubus 6 Ripanos 

K Mountain Cave Leprechaun 6 . . . Mangus 

Mountain Cave Pixie 5 Palm 

Far East Village Pixie 6 Apple 

Far East Village Fairy 6 Azalea 

South Shrine Incubus 6 Cypress 

South Shrine Succubus 7 Kathorea 

South Shrine Leprechaun 7 . . . Darbie 

New Enrich Dungeon . . Incubus 7 Aster 

New Enrich Dungeon . . Pixie 7 Lime 

West Shrine Pixie 8 Pear 

West Shrine Fairy 7 Sisal 

West Shrine Incubus 8 Adonis 

East Shrine Fairy 8 Mimosa 

East Shrine Leprechaun 8 . . . Solo 

East Shrine Pixie 9 Plum 

^ Mirage Village Succubus 8 Viola 

Dutside Mirage Village . Leprechaun 9 . . . Stilt 

Tower of Illusion Incubus 9 Croton 

Tower of Illusion Succubus 9 Lunaria 

I Tower of Illusion Fairy 9 Primrose 

Tower of Illusion Leprechaun 10 . . Eric 

New Desire Mine Succubus 10 . . . Natasha 

5 New Desire Mine Fairy 10 Clyde 

New Desire Mine Pixie 10 Baldric 

New Desire Mine Incubus 10 Boris 




^ Haw TO EETDa¥LE 

‘ After you defeat RIlix and her two undead friends upon your second visit to 


the Enrich Castle (via the underground sewers), you must head back to Far ' 
East Village to the south and speak with Akane’s grandfather in the back- 
room of one of the houses there. He’ll mention that Doyle took off looking for 
your party. Now head back up north to Desire Village. Examine the tree in the 
r right hand corner of town furthest from the entrance (behind the bar). The 
tree should be Doyle In true ninja disguise! 


(special thanks to Jeff ‘Luscious’ Chen, Satumworld) 




Pixies can mean the difference 
between kiiiing the enemy in 
three hits or one. They also 
search for extra gold and expe- 
rience points when you win. if 
you’re Just that good, you’ii 
find them aii. 




1-4 To get die Extra Mode, Tanks in 
Versus Mode, and Graphic Equaiizer in 
the Sound Test, you must do a few 
things. You must achieve medals on 
all 15 levels, by beating the stage 
with a specific number of hits — and 
keep all of your comrades alive. Here 
are the scores needed to achieve a 
medal on each level: 


200 


•150 

.200 


ard I M I i 

eclorY . . » . .150 


...»)0 


13Li ULTRA 


http: //WWW. ultragp.com 





CRMESHflRK 



pi^^cjTilTIciN: . 

HLUEO EEHEHRL 

Infinite Prestige SOOfOaccffff 

BHEHmEFEHCE 

Hydra Laser 800e0ca2ftff 

Infinite Durability 800e0c6403e8 

800e0G6603e8 

MIV Mortar 800e0ca8ffff 

Polar Ray and Synwave . , . , . 800e0ca0ffff 
Prokian and Hadron Lasers , , ^00e0c9effff 

BEBHEnHEUH 

Alien Weapon ....... . . . . . . 8006fe68011e 

Amplifier. . ........ . . . 8G06fe40010a 

C-4 Explosive ............. 8006fe7801 26 

Detonator 1 8006fe560115 

Energy Armor ... . . . ...... 8G06fe5aOl17 

Energy Pack 8006fe4a0l0f 

Save . r . ., 8006fe44010c 

CnaLBOEEDEES 

All Awards . . . .' 801ef97c000f 

801efab8000f 

801efbf4000f 

801efd30000f 

801efe6c000f 

OISnE¥W HERCULES 

Infinite Fireball Sword 80034dc000c8 

Infinite Lives. 30034da40009 


HESrS HDUEUTUHES 

Infinite Spears P1 800c4af60063 

Infinite Money PI 800c4ae80063 

Ray Gun P1 800c4b06001e 

Infinite Lightning Bolts Pi . . . 800c4af00009 
Infinite Keys PI 80dc4b3a0009 


mLBSB 

Away Team Scores Q . . 
Away Team Scores 50 . 
Home Team Scores 0. . 
Home Team Scores 50. 


. . . . 800121f60000 
. . . . 800121f63232 
. . . . 8001 21040000 
. . . . 800121b43232 



SRTURN 
ELBERT nD¥SSE¥ 

Master Code 1600091 4c305 

060028000000 

Infinite Gold 16036936ffff 

Quick Level Gain Pike 160366b2ffff 

Quick Level Gain Eka -IGOSGeeeffff 

Quick Level Gain Leos 160367laffff 

Quick Level Gain Gryzz 1603674effff 

RnURETTI RRCinE 

Master Code f6000914c305 

060028000000 

Indestructable Tires PI ..... 160b38f6ffff 
16003906ffff 
1 600391 6ffff 
16003926ffff 

Indestructable Tires P2 160b3056ftff 

160b3d66ffff 

160b3d76ffff 

160b3d86ffff 

ntHUH TTSUPEEBIHE 

Master Code 1600091 4c305 

060028000000 

Place First 1606f3da0000 

Infinite Time 16088a7e02ce 

UBEL/UE ‘ET 

Master Code 1600091 4c305 

060028000000 

Maximum Fatigue 160835c600ff 

Maximum Field Goals 160835e600ff 

Maximum 3-Pointers 1608360600ff 

Maximum Free Throws 160836260011 

Maximum Dunking 1608364600ff 

Maximum Stealing 1608366600ff 

Maximum Blocking 1608368600ff 

Max Offensive Rebounds .... 1608^a600ff 
Max Defensive Rebounds . . . 160836c60Qff 

Maximum Passing 160836e600ff 

Max Offensive Awareness . . . 160837060011 
Max Defensive Awareness 
Maximum Speed . . 

Maximum Quickness . 


Maximum Jumping . . 
Maximum Dribbling . . 
Maximum Strength . . 
Maximum Shot Range 


. 1608372600ff 
. 1608374600ff 
. 1608376600ff 
. 160837860011 
. 160837a600ff 
. 160837c600ff 
. 160837e600ff 



NINTENDO S4 
DUUmbE 

Always Have BFG 9000. .... . . 8Q0632db0001 

Always have chain gun. 800632cfD001 , 

Always have missile launcher . 800632d30001 
Always have plasma rifle , . . . . 800632d7000l 
Gun/Chain gun ammo. . . . , . . . 80Q632e30Dff 

MissHe ammo,. . , 800632efD064 

Plasma/bfg/ weapons ammo , . 800632eb0064 


HILLER lESTIECT BULB 

Player 1 unlimited energy. . . . . 801634840069 
Player 1 untouchable ........ 861d34d4600e 


mEEIBHEETbE 

No laps to race. . . .811643900000 
811643920002 



mUETEL HUmBET TEILBE¥ 

Player 1 unlimited energ 8016984d00a6 

BBEHEEBTUnE 

Team 1 scores 150 pts 800a66890096 . 

Team 2 scores 150 pts 800a668b0096 

STEEFBHbE 

Unlimited lives pi 801579110040 

Unlimited smart bombs p1 . . . . 8016dc130004 

SUFEE mEEIB bH 

Level Select a032d58coOoi 

Monsters Don’t Hurt Mario . . . . a1 25460effff 
a125460c240b 
a1254610a54b: 
a1 25461 20026 
: al 25461 41 0o0‘ 
a1 25461 60Q0C 


TUEBH BIBBBEUE HUETEE 

Activate Mini Gun 8Q128e5b0001 -- 

Activate Pulse Rifle. 8Qt28e570001 

Activate Quad Launcher 80128e670001 

Unlimited Mini Gun Ammo 80128e230Qff . 

Unlimited Quad Rocket Ammo . 80128e2b00ff 
Unlimited Tech Arrows 80128e0fl)0ff 


IUE¥nE EEETZH¥S 3 B HBCHE¥ 

Team 1 Scores 50 pts 800e6ab30032 

Team 2 Scores 50 pts 800e9f8f0032 
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Once you’ve made it onto the second 
disc, you should check back in at the 
various Materia shops around the 
world (with Cid’s Highwind). You’ll 
find that a lot of them are now sell- 
ing different types of orbs that you 
couldn’t previously buy until now. 


GEmm s ¥uffie 

While wandering throu gh the forest 
patch, near the river dividing Songa^ 

Valley and Cos mo Cany on, you may run 
into a mysterious ninja jrl in the 
enemy ’s party. Running across her is a 
totaljycandom event, :bui if your luck 
stats ar e high enough, you’ll (me no 


problemsdindirig her. lf you fig|tt and • 
defeat the girl, a new screen will pog 
up. Thejirl will.be lying on the ground 
\ next to a save point. Talk to; the gri and 
M ignore the saveipo int (she’ll run aw ay if 
you try tojtoucl^it]). She’ll as k you a . 


seriesjof guestiqns, so answ er them In so get her to joinj 
this manner to get her in your party! 

Wh en she asks f f you want to lig ht her 
egain,;reply ‘noi’ She’ll then ask Jt 
you’re^afraid of he r awesome strength. 



^ i 1 1 "T i- 

ttjreatee to jeeve, but you , must |ell her 
to^ ‘wiaiti’ She’ll then finally shy iiat you 
need her f er her jlightirig skills egid ^ 
strength. Agree with hWj^d;sh^!ll dffa'' 
to join your par^ When ypu'fe ji ven 


the pphpn to ask h^ namp or simply 
leiave , just l eave wiftoiit askingjhe i 
name. She’l 


I whimper after y(ou dnd join I 
you r pa(1y| Recru iti ng Yuffie Wiirerjab e^ 
all s orts of sub-quests and o ptional 
even ts to happen later on in the[game. 


Be careful when answering Yuffie's 
questions. If you piss her off, she’ll run 
off and you’ll have to find her, again. 


If you happened to be rather meticulous 
in your exploration of absolutely every- 
thing in the world of FPJii, then it’s 
almost a sure bet that you’ve come 
across certain fliers advertising a 
strange pub named ‘Turtle’s Paradise.’ 
The actual pub, itself, is located in 
Yuffie’s hometown of Utai, but the fliers 
are scattered throughout the game. 
When you do find Turtle's Paradise, 
read the sign out front. You’ll discover 
that the pub is sponsoring a publicity 
campaign and if you read (you can’t 
take the fliers eff of the various walls 
they’re attached to) the fliers in any 
order, then report back to the bartender 
at the pub and you’ll receive a free gift. 
Hmmm... we were curious as well, so 
here are the locations for all the fliers. 


Second floor of house with little 
boy and chest of drawers (Midgar, 
Section #5) 

2 Lobby of Shinra Building (Midgar) (If 
you miss this the first time around on 
the first disc, you can get back into the 
building via the underground tunnels 
during your raid on Midgar at the end of 
the second disc.) 

E The ‘Shop’ sign hanging next to the 
items shop door inside the Ghost Hotel 
(Gold Saucer) 

Q(On the post next to the weapons 
store clerk inside, at the counter 
(Cosmo Canyon) 

E Upstairs to the left the door of the 
room near the Inn’s counter 
(Cosmo Canyon) 


E Downstairs at Yuffie’s house, to the 
right of the door (Utai) (NOTE: You can 
only get inside Yuffie’s house if you 
recruited her earlier and have her back 
In your party, after the Materia 
stealing event.) 

Once you’ve read all six of the fliers, 
talk to the bartender at the Turtle’s 
Paradise to receive your loot: Megalixir, 
Power Source, Guard Source, Magic 
Source, Magic Source, Mind Source, 
Speed Source, Luck Source. Not bad for 
a measly literacy test, eh? 


You don’t need to find the flieis in any 
specitic order, but you do need to READ 
them. Make sure not to pass any of 
them up the first time, because some of 
fhem become difficuit to return to iater. 
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. ani Aritui-J 

0tti OI II 




Treat this mansion safe like you would 
your combo lock from gym class. Just 
dial In these numbers: R36, L10, R59, 
R97. Do It correctly and under the time 
limit for some Important items. 


iyoit w 

ihaliwi ly ^t|- 
tSKle! lew 1 

yob’v<}-§j)t4 
groov ^ 
tng VE mpifvj 


ps ss iupjtb< 


KHnbpr, 

Pif'lthavei 




^youget 


Open the safe, pop the coffin 
in the basement, chat about 
Sephiroth, and next thing you 
know... you’ve got Vlncmt on 
your team. So what if he looks 
like a late 80’s Cure fan? 


After placing up the key Item, 
Leviathan Scales, on the 2nd disc, 
haul them back to Utai and up Da* 
Chao to get past that pesky lava 
In the mountain cave. This Is 
exactly what that woman by the 
pagoda in Utai was rattling on 
about eailier In the game. 


le tre asure 


tpu won’t need them for your 


uaj- 


cutTertLaksMQnJ^ktJPi'Ji'a® 


The piijy |)late M 


wandgr ha ck toi Yiiffie’s 


you’ll now be able to g et pais t those 


J "1-." .SJ — 

walls of flame blockiij q iie;Dath. _Bv 


doing this, you pan obtain a ‘Steal, a^ 
Well’ lyiaterla orb and! a new weapon 


forYuflie! 


iPiMMW 
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More J5ang ror ine isucK 

$5.00 off the purchase of Dark Rift for Nintendo 64. 

This coupon is redeemable only with the purchase of one (I) Dark Rift game for the 
Nintendo 64 by retail customers. Simply mail this coupon together with the Dark Rift 
warranty card enclosed in the game pak and a dated cash register receipt supplied by 
the retailer to VIC TOKAl. Void if copied or altered and where prohibited, licensed, or 
restricted by law. Offer valid only in the United States. Valid only on purchases after 
October 21, 1997. Offer expires December 31, 1997. 


Dark Rift™ logos and characters are trademarks of and © 1996 Kronos Digital Entertainment, Inc. 
All rights reserved. Licensed by Nintendo. Nintendo, the official seal, Nintendo 64 and the 
3-D “N” logo are trademarks of Nintendo of America Inc. © 1 996 Nintendo of America Inc. 




JEDiXE, 

DIGITAL ENTERTAINMENT INC. 



# VIC TOKAl INC, 





tqen^ei 


BLL nCCEBS 


si^n i&totaly option^ and won’t, 
heictaialatQryline'of the^ame, . 
yianiusing. If you bave a 


return to the dressing room and talk to 
the girl on the far left agaln^tlLCIoud 
suggests, that he'il look more ’cule’ .with 
make upon. Ask the girt to give you a . 
makeover and you’ll be: almost sptior., 
the rest oif ypur.a£|venture. , : . 

Try onithe SilkOress imthe dress 
shop and Aerltb will tell you that you: 


meitime to kill when you're attempting 
I iijto pon.Cprneo's mansicp in Wall 
larketfttV thjs 4 ut,:but ypu’ll n^edat: 

Iasi 270 ^il to cpmplete k. . : : 

{ I Mak^sureitotalkto everyone In 

taiwii,espnclallyiall4be.guyshangingout needawlg. Head over to the Gytn and, 
iif frontof ibeUopeyBee |tm, then goJtalk talk tothe smaU gld starldli^ by the. . 

I to the gpoq guar|llng (^eo’s tnaiisipn. j boxing ring. She’ll ftell you tpke on Big 
- Aerift vyili^ggejsMhai you try dressing ! Bro ina Squatting jContest I or av^g.. 

uji.li|ceigld.tagjet^4lovi4-heajdJ»ck-toj^ BeaLhim Jn amoui it o f squa tsln qrder 

tqwt| arid t|alk:ta|tbe gill behind , I to obtain. the BlonileWiii./Lnythiqg 

.xhunter in |tbe-drqss shop, She’lj ask youi otter than beating him virill I'esulLin a 

_ to sober tig herjadlwho’aatthe bat^Go. runj of:tte tniU-Wigilh^tjjeedsa .se ri ous I 

l^ere and talk to Jiim. Bequest a dress _ : disinfectant Not . vferyxi^is i]L£iet the 
at [feels soft,’ and ‘that shimmers.’ 1 blonde ode. .jwiih tjial dobe, back 
!.off.'Mow head tq the shop i — 1 tolhedressWip^jhaieJao 
tmerctenLwas previtesly.- . Then ypu’reJBadyiotharm 
eepin^ tfe’M now hsl^ you to pjck him , "* 

-Up amystOrious-tteBi-fronf the viendinfl . 
acbineatitiajdn. Agree! to teis him - 
lilt, theh siMnd Jbeoight at the Inn. . 

Ypu’ll raid (he vending machine in the. 

pf the nicpiLforlhe item. Make . 
spre to chpose the most expenaveote - . 

(200 gil), then in the morning, visit the i 
, sleeping merchant again. ;He.'ll give ypua 
Diamond tiara jn exchange fop youcierk 
i vices. Now headito the restaurapt with , 

I the guy adyeitisihg free coupons outside, 
i sitdown iattie.empfy chair andorder.a - 
meal(70g|l).Wteatte cook asks you 
I hOw the food wajs, rep^ vyith ’It was 
j alrigiiL’ Hp’ll givp yipi i cjuipori for the .1 

Pfigr myy ! Nnw (akp tpe riniipnn nyertn j 

I the Items ^hqi viiitH the bfg Cat out front] 

' .The clerk ipUloffer youtluee choices:. ' 

I Disinfectant, Deodorant, or Extingulstec., 

: Pjck thg Extingiasber and then head to 
i ttie l|ar.| Trdk hxt|ie man in the bathroom 
-and givp himtteBdinguisher tg repeive . 

phrfilme? ifile doh’t have a clUe.p ).! i 

l Nowiit’S tupe h} pay the Honey $e6 — 1-3 Mind your etiquette when eat- 

_bin a visit j M a k e isure to talk to tte!man ing at the Diner to get the 

Who wasvjiondeiiog wbedier orincd faj — — — !. Phaimacy Coupon. Meanwhile, 
v^tlhe Hriney Bee. He’ll have chajig^ 


tbejM ntsoH- 


of Don Comeo! 




uiiiuiiaii 




1-4 We won’t say what we 
actually think of the ‘protein 
drink’ machine... (a 200 gll pro- 
tein drink?!)... ahem... hut we 
will say that R’s up to Cloud to 
fetch it for this loser from the 
Inn. You can only get one 
Pharmacy Coupon, so make sure 
to choose the correct Item from 
the shop clerk. 


.niiodihis4utearoundlandglves.you 
I his ll|lemhhrsihlB-Carii Yea’ll now ibe! 

I ahleito enter theiHohey Bpe Innj Oiice . 
..; .idside, yod'ILhavp4ctepio of choices. I 

! and enter ^.‘diBSSing’ rooinSr the j 
J^ uduhl ‘BeteJ.Talk tp the girl.onithete 
leftseveral timeSrlbealDh'odui 
. ] seit](Hiht|Eor fun,ijallctojthe gitl oathe. : 
I te right eiiough ^mjes {and rppiy with ; | 
' n^ative r^sppnpesjto mateteidoacime 
rdthdr.ljiTabel d a h cd ni n v te. ) ; N p w reea- . 
t^ the main room, if yeti^^tepy. the top 
id rpom,youjiUhceivathe 


,.yclu’litecei'jie.1he 
sJ Make sure to eithjer p£ 
eivsiav^our. 

^tbielyisu^gestive, bir|atiie,4nd si|y. 


keep returning to the indecisive 
Honey Bee patron and you’il 
evenhiaity receive the 
Membership Card. 


n 


-0 xx you (|bt^ mi i 


CamnmnD/¥ELU. 

lUnTEME 

steal 
!!;! Throw 
2X Attack 
Slash All 
Sense 
Morph 
Deathblow 
Manipulate 
Enemy Skill 
Mimic 
W Magic 
W Item 
W Summon 


niEEIC/EEEEn niETEEIE 

Fire 
Ice 

Lightning 
m Earth 

jgL_ Poison 

Gravity 
Comet 
Contain 
Ultima 
Restore 
Full Cure 
Cure 

Resurrect 
Seal 
Confuse 
Transform 
Escape 
Time 
" Barrier 
Destruct 
Shield 


After rescuing the four Huge 
Materia, you’ll he able to receive 
’Master’ Materia If you manage 
to Hgure out how. Master all your 
Materia orbs, then return to 
Cosmo Canyon for a closer 
Inspection of the rocks. 
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Solving this ‘secret’ is more for peace 
of mind than anything else. 


lutfthdt jdopr at 


fis^fielpi In order 

li ♦rv , 

lively VWI Tw ~ 

fna^steniEKng ; 


c h^se sotne MipieB greens fre m bh^ 


ChoCobo Parm and (then 


Talk to the small wriite: 


chocobo 


hypera ctive wop ian liisi^e ttejown 


ilspand youfll 


loEked<ioor 


have a choice 


[as to Where 


.rAuJ&AlilUl. UkA 
icvpctiiity uie 


totiwejhe apimal. Choose 
b^hi^d (te pari The ijttle giiy 


Ing-bsit a painted; inmge' 


lurbeublds, 


•‘fete dp to 


' Y^icdacLbiaA 
Ull> vttroptrnttt^. 


cool fhinfl to dfecover Irt — — !P* 


Apothef 


nn xjvci 


f iAc^caln 
II V 1 >WI ftCM I 




|n|dIuIIu^ 


Summnn/HED HlnrEmB 

Chocobo 

Shiva 

W Ifrt 

Titan 
Ramuh 
pg Odin 

Leviathan 
Kjyata 
Bahamut 
Neo Bahamut 
Alexander 
Phoenix 
Hades 

Bahamut Zero 
Chupon 

Knights of the Round 


1 -6 Buy some Mimmett Greens from 
Choco Billy and talk to the white 
Chocobo in Mideel. Feed It the greens 
and you’ll feel compelled to tickle It 
(poultry harassment, anyone?). Tickle 
it behind the ears for a prize. I would 
handle the orb carefully. You certainly 
don’t know where it’s been. An entirely 
optional quest for an entirely useless 
item! Yahoo! 


‘bc^fkior^ 


Make sure to master ail of the listed 
Materia in each category in order to 
return to Cosmo Canyon for your 
Master Materia! There is no Master 
Materia for either the blue (support) 
or purple (Independent) Materia. 


voltUtl 


hot 01^- 


In order to obtain the Bahamut 
ZERO Materia, simply examine the 
red, yellow, and green Huge 
Materia and you should receive the 
new orb! He’s a doozy in battle, so 
don’t pass him up! 


Jiu^. 


therpaBsi geto^ 


toom-^^ idioi ^c(jot 


ikfXifi’St 


Beware of the enemies lurking the 
sunken plane’s corridors. They’re 
not only tough, but they’ll take a 
hefty chunk of health off of your 
party members. Use the Save Point 
and your Tent Items with complete 
abandon to level>build like 
nothing else. 
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ypur^i ty,ltiin jjpoi fp r apipli irWatf r ey ill £» ikiim rtr ii 
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i cavi l 
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tirtial 
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vtatS 


yejj/hei 
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-t-i- 
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eyear 


nWi 


4»oiii%fMt0v 




Talktd 


lut lhai 
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--f T 


1-3 use the sub to reach this waterfall. 
Behind It, you’ll discover the hiding 
place for Vincent’s long lost love, 
Lucreda. You need to find her on the 
second disc If you want to pick up 
Vincent’s Break Limit manual and ulti- 
mate weapon on the third disc. 


The EHTEHE¥ to illlDEHH CiT¥ 


\ 


During the second disc, you'll tind 
that you can’t get back into Midgar. 
The No. 5 Gate is locked, but if you 
talk to the person standing out front, 
he'll mumble something about losing 
the Gate Key on an excavation trip. 
Sound familiar? Head to Bone Village. 
Once there, talk to the excavation 
boss. Set up a dig and arrange every- 
one in a small, but well distributed, 
group along the top section of the vil- 
lage. Have them dig until you pick up 
the Gate Key. 

While this isn’t required, you 
WILL be able to pick up some cool 
stuff and catch a split-second flicker^ 
ing image of the controversial ‘Aerith 
Resurrection’ storyline that is 
rumored to have just barely missed '1 
the final cut. At Wall Market, you’ll be 
able to pick up the Premium Heart for 
Tifa, as well as the Steal Ring. Obtain 
the Premium Heart in the small shop 
that has the ‘ITEM’ sign out front. 
Examine the small machine inside 
and you’ll get it (the machine gun 
won’t fire at you this time around!). 
This is Tifa’s ‘ultimate’ weapon, so 
snatch It up! To get the Steal Ring 
(Increases your steal rate when 
equipped with the ’Steal’ Materia), 
talk to the weapons merchant who 


sold you the batteries on Disc One. 
He’ll offer to sell it to you for 129,000 
gil. If you’re willing to pay the price, 
pick it up. 

If you want to catch the ‘Aerith 
glitch,’ head to the church and simply 
walk inside. You should see a quick 
and subliminal flash of Aerith imme- 
diately when you enter. That’s all. 

No big deal. But some rather eas- 
ily obsessed people have 
devoted their lives to this split 
second of footage, so you 
might as well check it out. 
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The Underwater and Desert 
Weapons are probably meant 
as cruel Jokes by some 
vengeance-minded, 
overworked programmer. 


siy j 


;-H|< r 




>1 






1-3 These Weapons monsters 
are absolutely EVERYWHERE! 
Some are tougher than others, 
so make sure to save before you 
attempt to land the fkst punch. 
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Score 810.00 Off at 
'The Best Football Oame Ever Made” 


- Ultra Oame Players 
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Good for $10 off Sears Funtronics Dept, regular purchase price. Valid 10/14/97 - 01/31/98 only. Offer not good 
on layaway balances, gift certificates or credit card payments. Not redeemable for cash. Not valid with any other 
coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value 
1/200. © 1997 Sears, Roebuck and Co. Satisfaction guaranteed or your money back. 


Sony Computer Entertainment logo is a trademark of 
the NFL Players and NFL Properties. The NFL shield design 
© 1997 NFLR Players Inc logo is an official trademark of the 




and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Officially licensed product of 
National Football League. Team names, nicknames, logos and other indicia are trademarks of frie teams indicated. TM / 
Inc. Developed by Sony Interactive Studios America. © 1 997 Sony Computer Entertainment America Inc. 
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Can be obtained for 32,000 Battle 
Points at the Gold Saucer Battle 
Arena (you must earn the BP in 
one visit) 


Solve the Piano Riddie in Tifa's room 
in NIbelheim 


Trade Mythrii tor item in small, 
upstairs box at the Weapon Master's 
house on the Western Continent 


After the train incident at the Corel 
Make reactor, talk to the woman in 
the house to the north in North Corel 


W 

After defeating sub-boss in safe in 
Nibelheim mansion 

p 

in Utai, you must beat Godo (her dad) 
on the top floor of the tall pagoda 

w 

In a treasure chest in the sunken 
airplane 


Upon second visit to Lucrecia’s Cave 
behind the waterfaii (refer to section 
‘Lucrecia’s Return’) 


ULTRA gamsfDlsjjsrs ms 


The Four Hube 

fflHTEHIH nilSBinnB 

Throughout Disc Two, you’ll embark 
on four separate missions to reciaim 
four Huge Materia orbs back from 
Shinra. The first two Huge Materia 
I missions will be concurrent allowing 
I you to pick from either. The iast two 
are strung together so that you'll 
be able to go from one straight to 
the next. 

NORTH COREL TRAIN; If you succeed 
in stopping the train under the time 
limit, you won’t destroy North Corel. 

By saving the town, Barrett will 
receive praise (if he’s in your party), 
you’il pocket the Huge Materia, get a 
free night at the Inn and a little kid 
will give you the Ultima Materia orb. 

Not bad, eh? If you can’t save the 
town, you’ll still get the Huge 
Materia, but the kid and the 
innkeeper won’t give you any free- 
bies, You’il be able to buy the Ultima 
Materia from the kid for 50,000 gil. 
CONDORFORT: Oh, goody... a mini- 
strategy game. Make sure to have a 
niceiy iined wallet for this quest and 
set up your troops to take out the 
incoming baddies. If you win, make 
sure to beat the boss on the roof to 
grab the Phoenix Materia orb. 
Afterwards, taik to the old man sit- 
ting at the table inside the hill to 
receive the Huge Materia. 

UNDERWATER REACTOR: You’ll have 
to maneuver a sub through murky 
waters and shoot down the red 
enemy sub in order to rescue the 
third Huge Materia. If you succeed, 
simply use your newly acquired sub 
to search the ocean floor for the red 
sub and the Huge Materia. 

ROCKETSHIP; When you take off to 
space, you’ll have to decipher a 
passcode in order to save the last 
Huge Materia. This is your oniy shot, 
so make sure to do it right (or save 
right before it). When you’re 
I prompted to punch in the passcode, 
enter in: Circie, Square, X, X. You 
should be able to access the 
j Materia and rest easy through the ■ 
following cinemas, I 


,e:'; 


III ^ J I 1 1 
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ALL nCCEBB 
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1-4 Ufa’s manual can be a little more 
difficult to obtain if you’re tone deaf. 
Follow the notes, outlined in the ‘Tifa’s 
Piano Trick’ section and you’ll not only 
be ready to tour, side by side, with 
Yanni, but you’ll also pick up a letter 
from her fonner mentor explaining a lot 
about the Sephlroth/lilbelheim connec- 
tion. You’ll also pick up her manual! 


Barrett’s manual is the easiest to 
obtain. Talk to this giri In North Corel 
and she’ll hand it right over. 


Red Xlli 
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6-8 From the ‘blizzard field’ you’ll have 
to head south to reach the Hot Springs. 
Make sure to scoop up some of the 
water before heading back north to the 
field, then east to the cave. 
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bli^ard fielit, again- ' 
Ifyou'continue north 
yoji’lt finddieplth — ‘ 


'a shack where 


9-10 The Ice Woman is no big threat, 
but she’ll attempt to confuse your party 
a few times by throwing a kiss or two 
at various party members (wouldn’t 
you?). When you defeat her, make sure 
to pick up the Materia before leaving. 


If you’ve done a lot ofexpibiing, you’i 


ends in matching digite (i.e. 133, 477, 


probably come across bbthlof these 


2l2, etc.). Once this is done, tcheck in 
with the Old Mali. He shouldnive you 
some Mythril. Te*e the Mythril to the 


gu^ settled in dice seciuded piaces bi 
^eiwqrid map. The 0|d Man’s Cave is 
kicated sigNtiy southeast of Midgar, 


Weapoiis Master and he’i| gne you 


lustovier the’ mduntain ridge. The]~[ 


option of trading him the f/ly|iril 


Weapdns Master's shkck issitting on a 


whatever’s in either the upsmirs smaH 


Smaii peninsuia just to tlie south of the 


box or the big downstairs one. Pick the 


Chdcobo tracksbn the eastemcoast of 


smaii box for Aerith’s manua and the 


SieiWi^tem continent, if you’re percep- 


big one for the Goid Braceieti To get 


fye, y^u might decipher that these two 


both, simply hop baik onto the 


1-5 WIN (not escape from or lose) the 
correct number of battles In order to 
wake up the man in the cave. You’ll 
receive some Mythril to give to the 
Weapons Master to the west He’ll 
deal you out either Aerith’s Fourth 
Level Limit Break Manual, Great 
Gospel, or a Gold Bracelet Get both 
by revisiting the old man again. 


geezbi|s have something in common: 


Highwind and taik to the OldtMan again 


ith refuse to contribute any par- 


to get some more Mythrii. Yqu must 


ficuiar|y good information pertaining to 


avoid getting into any batties between 


your quest, but they do actiiaiiy enable 


your visits or you’ii have to even out 


you to obtain Aerith’s Fourti) Level 


your nienbers again. You can only get 


Break Limit manual. 


two pieces of Mythril, but there's noth- 


To do this, make sure that the 


Irig else that the Weapons Master caii 


give yoii after' that. 


number erf batbhs yoi 


tUi, 


Tile Great Gospel will allow Aertth to 
learn her Fourth Level Limit Break. 
Make sure to give this mission a shot 
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After defeating the flying Weapon the 
final time outside Cosmo Canyon 



In the Temple of the Ancients, in clock 
room pick ‘IV’ as a destination 


0- 




Wall Street ‘Item’ Tent, search the 
machine the one with the gun above 
it on the second disc 



On the platform near the Sister Ray 
weapon when you reinvade Midgar on 
the second disc 







Bugenhagen will give him the 
weapon in Cosmo Canyon after your 
trip to the Forgotten City of the 

Ancients 


Lockers on the 64th floor of Shinra 
Building during your raid on Midgar 
and the Sister Ray on second disc 



0 



In sunken airplane 



After the Huge Materia mission (rock- 
etship), talk to the rocket inventor in 
Cid’s hometown three times and he’ll 
give you the weapon 

Visit Lucrecia a second time (first on 
second disc) during third disc 



¥UFFIE*S Sb^-OUEST \ 

Ybu j riuS ifeve Yuffje ih your party to 
; partake in |he{ rep tjevelry] of Utai. Once 
‘ ydu do haye Her In )(our group (shei 
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r pfu^y, head to the Westemrnop islaiid^ 
; oh toe map7Whpi you land wiW thie 
: Tjny Bron^, head north towarda toe 
j^jijouhttona vyjil toen ste^^^ 
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runoff. ’ 

Mptejyourjvay back, to thej Pub 
lehu^e Stone pot to 
nCe ^odr oiitside' is 



1-2 UtUmate weapons are some nifty 
things to have around when you’re duel- 
ing with evil, so make sure to follow this 
guide so you can duel to the death (the 
bad guy’s death, not yours, of course). 
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Tife’s Pmna Tmcn 

In order to perform this trick, you 
must have Cloud in your party, then 
head to Nibelheim. Enter Tifa’s 
house and find toe piano upstairs in 
Tifa’s room. Examine the piano, then 
choose to play it. Using the following 
button combination method, hit the 
ivories: 

X, Square, Triangle, LI and Triangle, 
L1 and Square, X, Square, Triangle, 
LI and X, Circle, X, Square, then X. 
Then hit L1 and Triangle. 

If you do it right, you should 
play toe theme that you hear when 
you’re aboard toe Highwind and Tifa 
will discover a letter from her ‘men- 
tor’ concerning the Sephiroto 
incident in Nibelheim five years ago. 
Tifa will then obtain her Fourth Level 
Break Limit manual. Final Heaven! 
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© . an, it’s hard to believe 
I. that it’s already 
'i November, but with the 
winter months comes a 
fresh new batch of sports 
games. This month, I break down 
Madden ‘98 and Gameday ‘98 Xo 
show exactly which game takes 
the cake. And while I may have 
had trouble getting any materials 
from EA, I had to call it like I saw 
it — Gameday is king. Keeping 
with the pigskin theme, I have an 
in-depth look at the big N64 show- 
down between Madden and 
Quarterback Club. 

I also got a chance to see 
the latest on Gamebreaker, NHL 
Face Off, and NBA In The Zone. 

Next issue, look for the review 
showdown between QBC and 
Madden, along with the rest of the 
sporting goodness. Until next 
month, enjoy the turkey sand- 
wiches and lay off the stuffing. 


nSalmon@gameplay0rs . com 
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ith all of the NFL football games coming to market, it’s easy to forget that the best 
playing footbaii game of last year wasn’t Gameday or Madden, It was NCAA 
& ^ 1 ' K Gamebreaker. Initially, the game seemed like another version of Gameday, but 
the depth, variety and intelligent Al made it the game that had the most replay 
and fun. 

This year, NCAA Gamebreaker is using the same polygonal engine as Gameday and 
the early returns show that this could be even better than Its professional sibling. Just imagine 
every Division I college represented with their actual logos on the helmets and numbers on the 

jerseys. Then throw In the 
college playbook, season 
awards, national rankings, 
and fast gameplay and you 
have the makings of a true 
national champion. EA’s NCAA 
Football ‘98 is a solid college 
game and the dynasty mode 
makes It an exceptional prod- 
uct, however Gamebreaker 
‘98 has superior graphics, Al, 
playbacks, and fun to go 
along with its own version of 
EA’s dynasty mode. 

There is no doubt that 
the polygonal engine is 
exceptional and, from the 
screen-shots, it’s easy to see 
the graphics are exceptional. 

Now if the developers can 
just maintain or advance 
the gameplay of last year, 
then Gamebreaker ‘98 might 
end up being the true 
football king. 


Um optkMi play 
Is the 

to purchase 
a college 
footbaH game. 
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ntil last month, Acclaim and Iguana 
were sitting on a virtual goldmine. 
They were going to be making the 
only football game for the soft- 
ware-starved N64. Then EA 
shocked the Industry by pulling out a 
nearly finished version of Madden 64, but all Is 
not lost. While Madden has the name recogni- 
tion, Quarterback Club has far superior graphics 
and the NFL license, which means logos on the 
helmets, real stadiums and proper 
team colors. 

I recently made a trip to 
Austin, Texas to check up on 
the development of QBC 64, 
and I came away feeling 
confident that It 
has a legiti- 
mate chance of 
still being the 
best N64 football 
game. The Al and 
sound weren’t 
completely opera- 
tional, but the game 
was running silky- 
smooth at 30 fps In hi-res 
mode. The developers at 
Iguana are also going to take full 



Uwk at all those logos and 
team names — something you 
won’t see In Madden 64. 


advantage of the N64 by using the 
analog controller for running and 
passing. When running the ball, a 
tap makes the player jog and a full 
press throws them into a run. The 
passing game is going to use the 
analog stick to over or under- 
throw receivers, giving the player 
even more control. Other treats 
Include seeing the players breath 
when it’s cold and momentum- 


based wrapping tackles. 

Graphically, the hl-res polygonal players In 
QBC 64 makes Madden 64, and Its chunky, 
blurry polygons look like a Saturn game. 
Additionally, the NFL License is really Important, 
especially with polygon players. Sure, Madden 
has all the players, but those empty helmets are 
crying for a logo. By next issue, I should have a 
review of Madden 64 and QBC 64. I’ll put them 
head-to-head and let you know which game has 
game and which game don’t. 


Despite the rumors, these 
are not doctored screen- 
shots, this is how good the 
game looks. 



Wrapping tackles are the 
way of the future! 



This game has more stats 
than any game around, 
perfect for season mode. 


Using the analog stick to Jog along the line looking tor a hole, then throttling up to a run when you fkid the seam 
Is awesome. 



1 1t’s Just Mre Quanbm Leafil You can go 
hack In thne and right the wrongs of foot- 
hall. (I started by getting the Vfkkigs a 
Super Bowl victory). 2 The polygons aHow 
for some sweet anknathms. 

3 1 guess a tootbaR game should include 
all of the NFL teams, even though some 
Just don’t beloog. 
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ust last month, EA surprised the entire 
f m \ industry by showing off a near final 

j ■1 version of Madden 64, yet one big 

V / thing was missing. What was 

) ^ absent was an NFL license, mean- 

N ing no logos, no team names, no 

> stadiums, and maybe even the wrong colors. 

^ We’ve heard rumors that the NFL will not allow 

EA to use the correct NFL team colors along 
) with the logos and team names. What does 

this mean? Well, it means a game 
between the Vikes and Bears 
could feature one team In 
mauve and the other in fuch- y 
sia. Currently, however, EA Is /a 
using the proper colors 
(purple and black for the / 
football clueless) for all the / 
teams and litigation is still / 

in process. I 

Once on the field, Madden I 

64 is a literally a polygonal \ 

version of Madden '98 for the \ 

PlayStation. The game feels and 
plays nearly identical to the 
PlayStation version, meaning the two- 'O 
player game Is a great deal of fun and 
the one-player game ain’t bad either. Given 
the choice, I’d still rather play Gameday '98 for 
the PlayStation, but on the N64, Madden could 
very well be the best choice. No other Madden 


Playing games over converted base- 
ball diamonds Is one level of detail EA 
beat everyone on. 

Hie familiar 
UarUen engine 
Is sUII In place, 
making 
easy 

up and play. 


has come as close 
to the magical 
Madden '93 (for the 

Genesis) than Madden 64. The control is 

slippery, but responsive, and 
^ 7 the player animations are 

I much-improved from the 32-bit i 
^ / version. The player’s license M 

/ has been secured, so that m 

/ superstars like Emmit Smith, M 
Barry Sanders, and Jerry Rice 
will all have their names on the 
back of the jersey. 

The game plays like 
a fast-paced arcade style 
shootout, and the running 
pCBf game is actually better than 
Sjy the PlayStation version. 

^9 Madden 64 doesn’t even come 
‘j close to looking as good as 
W QBC 64, but If the play is up 
D to par, then the chunky 
” former coach may be able to 
remain on top of at least 
one 


1-3 Whera are the team tumes, logos, and stadiums? No NFL llcetise Is one major 
setback for MaMm S4 , 4 Racognbce this playbock? This game Is an exact duplicate 
of UarUen “98, except the players are polygons. 


The band will form Uie 
shape of a Cheese Log and 
play the Green Bay anthem! 


The polygonal players look 
even better when viewed 
up close. 
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1 here may be no NFL license, but every 
player has his moniker on the back of 
the Jersey. 

2 No one does touchdown dances like 
EA. But then, does that really matter? 

3 When compared with QSCMand 
Gamsdiayfor the PlayStation, UarUen 64 
Just Isn’t that Impressive graphically. 
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It’s late, and Jerome Bettis really should be getting his beauty 
sieep. But he can’t tear himseif away from the action and 
excitement of NFL Player interactive footbali games. They’re the 
closest thing to playing the game itself, with ail the real NFL players 
and stats included So even though there are no linebackers 
around to steamroll at this time of night, Jerome can still get his 
fill of thrills. For the best in multimedia football action, make 
sure the game you pick says PLAYERS INC. And let Jerome’s mom 
worry about telling him it’s time for bed. www.nflplayers.com 
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ast becoming the most intriguing bat- 
tie in videogame sports is the fight 
for hockey supremacy on the 
PiayStation. Luckily for us, it is an 
embarrassment of riches that is 
causing the confusion. NHL Powerplay 
‘98 has already been released and guarantees 
there is already one solid choice for the hockey 
gamer, however, coming down the pike are 
three more impressive looking games. NHL 
Breakaway itom Acclaim is perhaps 
the most detailed simulation, with 
more hockey strategy than any 
of the others, while EA’s 


vaunted NHL series 
continues on with NHL ‘98, 
which got a major face-lift 
from ‘97 and plays much 
better. And then there is 
Sony’s big effort, NHL Face 
Off ‘98, which features 
polygonal players for the first 
time in the series. 

The polygons, tex- 
tures, and animations in Face-Off 
make it the prettiest game of the 
pack, and detailed ratings and strategy 
settings give It great promise for play as 
well. However, the early version I’ve been 
playing isn’t complete enough to make any 
judgements on how it plays. It does give a 




good look at 
some amazing 
animations, hi-res 
graphics, and smooth 
effects. The players 

performs cross-overs, hockey-stops, and the 

stick even moves realistically 

on the ice. By using the hi-res 
mode on the PlayStation, the 
developers are able to make 
Face Off a beautiful looking 
game, and effects, like the 
flexing glass when players go 
flying into the boards, are 
details that could make all the j 
difference in the world. 

And since Mike 
has left on yet another vaca- 
tion, let’s just take a minute 
to examine this whole hockey 
game/ice conspiracy thing. 

Check it out — have you ever 
seen an NHL game without 


Taking a look at the play- 
ers up close shows off the 
nice textures. 



With three different camera 
angles, players can choose 
their own vantage point. 



ice? No! Ha! I rest my case! 


Score a goal and you get to 
see some light-sourcing — 
always a bonus. 


1-3 tht SM-thMr it tact a 

goitg Is te kay ta Act Off Exaniat , 
flMTM of Mbs# pieinres dtso^. I ttak 
laaV M Oiat Mch IM Gotlaias let. 
Tht sMt It i vuyto i tl WtYt i t n O y 
tolhHtoi tt flHMk AMR’s stM m 
CMM tB i i M i Il l tMf i AtCiM T fA jet— 
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he old saying ‘three’s a crowd’ 
has never been truer than in the 
case of PlayStation football 
games. VR Football is in the 
unenviable position of trying to 
take market share away from two footbail 
giants, and in order to succeed, the product 
has to be far superior or very different. 

The developers aren’t laying claim to be 


the ’best’-looking game or even the best-play- 
ing, instead they are claiming that VR Football 
is the most realistic. Using input from Jimmy 
Johnson, the developers at Gametek are try- 
ing to create the most accurate simulation on 
the PlayStation. One feature that sets VR 
Football apart from the competition is the 


play-editor, which allows 
armchair quarterbacks, like 
myself, an opportunity to 
create the ultimate play- 
book. The version I have still 
isn’t reviewable, so it 
wouldn’t be fair to pit it 
against Madden and 
Gameday, but unless more 
plays are added and the 
gameplay is tuned, 177 
Football \s going to be on the 
outside looking in. 



I recently illscaveieil that you can turn off 
this annoying arc, but It shouldn’t even be set 
as the default 



1 The graphics in VR Football ate 
dose to Madden, but neither game 
looks nearly as good as Gameday. 
2 The play-editor Is the best fea- 
ture in VR Football. 

3 With the first down markers 
being Indicated on the field, you 
know exaidly how far you have 
logo. 
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ntil recently. In The Zone 2 was 
the best playing basketball 
game around, but It still suf- 
fered from mountains of flaws. 
This year, ITZ’98 Is out to fix those 
flaws and continue to evolve the best 32-blt 


basketball series. More simulation features. 


isn’t all PR, then ITZ '9S could be one whale of 
a basketball game. 

I also got my first glimpse of In The Zone 
‘98 tor the N64, which is being developed by a 
separate team. The play of the two should be 
similar, but use of the analog controller and 


the N64’s advanced graphi- 
cal powers should make the 
games a bit different. In the 
screen-shots I’ve seen, 
there are some very impres- 
sive polygonal-players with 
a much more rounded (and 
realistic) look than any other 
hoops game. 

It’s still too early to make a 
call on either version of ITZ, 
but both versions are already 
high on my wish list. 



More details on players, like knee-braces and 
wristbands, add to the Individualistic feel of 
the game. 



1 New animations and defensh 
Al should make this year's fTZa 
better one-player game. 

2 1164 basketball. It’s fantasUcI 
Check out the detail on the play- 
ers, even the calf muscles are 
rounded. 3 Hopefully by the ttme 
fl7 64 Is finished, the courts 
won’t be orenge like this. 
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Hie iMra|i|ibig taddes add a whole 
new etoment to the game. 


he developers at Sony continue to ele- 
vate the level of football games by 
I taking Gameday ‘98 to the top of the 
football class. Last year, Gameday 
Instituted total control passing and 
advanced moves that gave the player 
more control than ever before, so all they really 
had to do this year was add a few features and 
slap a ‘98 on it. Instead, the developers labored 
to create a polygonal football engine that has 
once again redefined the genre. 

The polygonal players allow for 
texture-mapped uniforms and 
logos that give Gameday '98 a 
look that no other football 
game can match. But even 
more significant than that 
are the superb 
animations 
that give 
Gameday ‘98 a 
fluid, life-like, 
appearance. The 
3D players also 
occupy a real 3D 
space that changes the 
complexion of the game. 

Instead of magically running 
through flat defenders, you have 
to navigate through the open 3D 
space. This adds a new depth 




The potygonal engine Is a thing of 
beauty, and the logos on the helniets 
make the whole game look better. 


Rnding holes in 
the line makes 
the running 
game superior 
to anything 
ikMie before. 


and realism to 
the running game 
that makes an 
incredible difference In 




1-2 ReaiSng Ihe cormge Is again key bi Gameilay and mastering Hie total control 
passing Is the only way to beat the computer on the harder levels. 3-4 Some of the 
tuns bi Hds game ate astonlshbigl The anbnatlon and ^phics ate so realistic you 
almost ward to sand these to ESPH for play id the day. 


gameplay. Another key addition In Gameday ‘98 
is the new wrapping tackles, 
which look incredible, but also 
add new gameplay elements. 
Occasionally, a player will latch 
on to make a tackle. Then, by 
pressing enough buttons, you 
can slip the tackle. However, If 
you’re on defense, you can press 
the buttons enough to drag down 
the ball-carrier. It makes for 
some true battles In the two- 
player game. 

There has been an ‘idiot’ mode 
added for beginning players, but 
any veteran of the series will 
quickly skip past this. Gameday 
is the perfect combination of 
realism, control, and fun. Quite 
simply, there has never been a 
better football game than 
Gameday ‘98. Buy it if you have 
any sense in your head. 

1 


By mashing the buttons 
you can escape the tackle, 
or as the tackier, you can 
drag down the ball carrier. 



Hits like this got Dennis 
Byrd a wheelchair ride... 



And now, the band takes 
the shape of a Cuban 
refugee and plays the 
Miami fight song. 
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The developert dahn to be streaming 
animation off the CD, but only for the 
touchdown dances, which look much 
better thar. the gams. 


hile the developers at Sony have been 
advancing the football genre In 
gameplay and graphics, EA has 
been trying to recapture the magic 
of Madden ‘93. While Madden ‘93 
was an excellent game, It Is a five year 
old Genesis game. While the developers have 
done a credible job of regaining the 
arcade-style, two-player football game. 

Madden ‘98 isn’t able to keep pace with the 
mighty Gameday. 

The first thing to look at is the 
graphics. Anyone who tells you 
graphics don’t matter (Includ 
ing myself) Is full of it. 

Graphics are essential In 
Immersing the player into a 
believable 
environment, 
and while 
Madden ‘98 
Isn’t an ugly 
game, it doesn’t 
look much better 
than Madden ‘93. 

This year, the players 
have numbers on the jer- 
seys and the sprites are as 
good as can be expected, but the 
game can’t even compare to 


On the turf, the graphics In Madden ‘98 
aren’t much cl an improvement fmm 
the old Genesis games. 

The running game 
In Madden Is non- 
existent, and 
leads to games 
full of passing. 


Hedtd-ta-Head 

Here is a showdown in the big ten categories to see which pigskin game 
rules. Each game can score up to 3 in each category. As you can see 
Gameday is superior in nearly every category and the clear winner. 

Categories GD "Tfl MD ‘'T6 

Graphics .......*. i.T..... '■’-L-Ht-r : k + 

Playbooks -1 *++ ■ + 

1 player game :...i -tr-P-L . ' + 

2 player game i.J] ' -h 

Running Game !. -f-r-r-L + 

Passing Game +++ + 

Statistics + -t-t-L 

Al ++ + 

Power +++ + 

Defense + 


Gameday 
when it comes 
to graphics. 
Another big element 
In the look and play of a 
football game Is the animation, 
which is an area that Madden 
falls short In as well. The players 
still slide around and don’t per- 
form wrapping tackles (which is 
now an industry standard). 

The big goal for 

Madden ‘98 was fixing a flawed 
Al, and In some respects, the 
developers have succeeded. 

However, after several weeks of 
' playing, the money plays 
became evident and throwing 
for 800 yards became routine. 

Upping the difficulty level 
doesn’t fix the Al, It just speeds 
up the players and causes many 
' more sacks. It’s not that Madden 
Is a bad game. In fact. It’s one of 
the better Maddens In years. It’s 
just that It can’t compete with 
the graphics and gameplay of 
Gameday ‘98. 


Ills presentation In Maddenia excellent 
ence again. 


TaK about getting old real fast, John 
bimseif ghras generic comments about 
your team each week and they almost 
ahvays contradict what he said the 
wsekbefora. 
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liddy Kong Racing 

intendo’s big gaming surprise is 
{Viewed and rated in the next issue 
’ ULTRA Game Piayers. We’re excited, 
lu’re excited, we’re aii excited! 


bkyo Game Show 


Ve’re sending our intrepid reporters to the Land of the Rising Sun to 
xplore one of the biggest gaming events of the year — the Tokyo 
ame Show. Japanese companies wili he displaying their wares ancT 
evealing secret tiltes galore. One of the biggest questions is: Will 
lamco unveil Tekkea 3? Will Sega tell all about Dural? We’ll tell you 
ext month and with any luck, fill up half the issue with meaty 
apanese gaming goodness. 


know my spot, too! 


ust whmi you thought it was safe, Mike and Li’l Mike (the small 
rooden version of our sporting hero) have got the full scoop on the 
oops. Get ready to dunk with MBA Shoot Out <98, MBA Uve <98, and 
SB A la The Zme <98! 


ill is still evil 


ill Donohue is still completely evil. We tried to kill him using the 
even daggers of Meggido, but he stole them and used them to cut 
p his Chickmi Cookies and Lamb Surprise. Next month, we’re 
lunching him into the sun. H could be our only hope... 


Issue 103 on sale IMober 14th! 






Far rhe masr 
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Release 
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T(TU Release 

Price 

ASCII Sphere 360 

NOW 

$69 

Colony Wars 

NOW 

$46 

Game Shark 

NOW 

$50 

NHL Hockey '98 

NOW 

$46 

Ace Combat 2 

NOW 

$46 

Commnd & Conqr 

NOW 

$46 

Grand Theft Auto 

NOW 

$51 

Nightmre Creature 

NOW 

$49 

Alpha Storm 

NOW 

$49 

Constructor 

NOW 

$49 

Heavy Gear 

02/98 

$49 

Nuclear Strike 

NOW 

$46 

Alundra 

NOW 

$49 

Contra 

NOW 

$46 

Here's Adventures 

NOW 

$40 

Odd World 

NOW 

$49 

Andretti Racing '97 

NOW 

$49 

Cool Boarders 2 

NOW 

$42 

nterstate '75 

03/98 

$49 

Ogre Battle 

NOW 

$50 

Aqua Prophecy 

02/98 

$49 

Courier Crisis 

NOW 

$46 

Joust Epic 

NOW 

$49 

PGA Tour '98 

NOW 

$46 

Army Men 

05/98 

$49 

Crash Bandicoot 2 

NOW 

$49 

Lost World 

NOW 

$44 

Pamdemonium 2 

12/97 

$49 

Ascii Grip V 

NOW 

$29 

Crime Killer 

02/98 

$50 

MDK 

NOW 

$46 

Parasite Eve 

02/98 

$69 

Auto Destruct 

NOW 

$46 

Croc 

NOW 

$49 

MK Mythologies 

NOW 

$46 

Rampage Wrid Tr 

NOW 

$46 

Barb Wire 

NOW 

$52 

Dark Forces 

NOW 

$49 

MLB Pnt Race 98 

NOW 

$36 

Resident Evil 2 

01/98 

$52 

Battle Sport 

NOW 

$36 

Dead Or Alive 

NOW 

$46 

MLBPA 97 

NOW 

$48 

Ridge Racer 

NOW 

$44 

Battlestations 

NOW 

$36 

Death Keep 

NOW 

$52 

Mace; Dark Age 

NOW 

$46 

Saga Frontier 

01/98 

$54 

Beynd the Beynd 

NOW 

$49 

Deathlrap Ongn 

NOW 

$46 

Madden FB 98 

NOW 

$46 

Sign of the Sun 

NOW 

$50 

Biofreaks 

02/98 

$46 

Diablo 

NOW 

$54 

Mage Slayer 

NOW 

$49 

Soul Edge 

NOW 

$45 

Blades of Rage 

NOW 

$49 

Disc World 2 

NOW 

$46 

Magic the Gathrng 

NOW 

$50 

Storm 

NOW 

$50 

Breath of Fire 3 

01/98 

$54 

Dragon Warrior 

01/98 

$56 

Master of Monstrs 

02/98 

$49 

Stratosphere 

NOW 

$48 

Brunswick Bowling 

02/98 

$49 

Dream Knight 

NOW 

$50 

Mechwarrior 2 

NOW 

$39 

Suikoden 2 

NOW 

$49 

Bugrider's 

NOW 

$46 

Duke Nukem 

NOW 

$54 

Metal Gear Solid 

NOW 

$56 

Swagman 

NOW 

$50 

Bushido Blade 

NOW 

$44 

Dungeon Keeper 

NOW 

$46 

Monkey Boy 

NOW 

$46 

Tactics Ogre 

12/97 

$49 

Buster Brothers 

NOW 

$42 

Dynasty Warriors 

NOW 

$46 

Monster Rancher 

NOW 

$44 

Tale of the Sun 

NOW 

$46 

C & C Red Alert 

NOW 

$46 

FIFA Soccer 98 

NOW 

$46 

Monstrous City 

NOW 

$54 

Tall Ships 

NOW 

$52 

Caesar's Palace 

NOW 

$46 

Felony 1179 

NOW 

$44 

Myst 2: Riven 

NOW 

$49 

Ten Pin Alley 

NOW 

$44 

Cardinal Syn 

01/98 

$44 

Final Fant Tactics 

01/98 

$56 

NAMCO Musm 4 

NOW 

$44 

The Glove 

NOW 

$68 

Carmageddon 

NOW 

$50 

Firo & Klawd 

NOW 

$51 

NBA Live ‘98 

NOW 

$46 

Tomb Raider 2 

NOW 

$49 

Castle of Damned 

NOW 

$54 

Floating Runner 

NOW 

$39 

NCAA Football '98 

NOW 

$44 

Triple Play 98 

NOW 

$46 

Castlevania 

NOW 

$48 

Freak'n Fast 

NOW 

$46 

NFL Game Day‘98 

NOW 

$39 

VMX Racing 

NOW 

$46 

Clayfighter 3 

12/97 

$50 

Frogger 

NOW 

$50 

NFL QB Club 98 

NOW 

$46 

Wild Arms 

NOW 

$44 

Clock Tower 

NOW 

$44 

GEX2 

01/98 

$49 

NHL Face Off '98 

NOW 

$46 

Xevious 3D 

NOW 

$44 

VIDEO GAMES: SATURN 

ASCII Fighter Stck 

NOW 

$34 

Darklight Conflict 

NOW 

$44 

Lunacy 

NOW 

$49 

Resident Evil 

NOW 

$44 

Albert Odyssey 

NOW 

$52 

Darkstalkers 3 

NOW 

$49 

Lunar Director Cut 

12/97 

$46 

Shining Holy Ark 

NOW 

$46 

Barb Wire 

NOW 

$52 

Diablo 

NOW 

$54 

MLBPA 

NOW 

$44 

Shining Wisdom 

NOW 

$42 

Batman and Robin 

NOW 

$44 

Die Hard Arcade 

NOW 

$44 

Madden FB 98 

NOW 

$46 

Soviet Strike 

NOW 

$49 

Battle Monsters 

NOW 

$34 

Duke Nukem 

NOW 

$44 

Mechwarrior 2 

NOW 

$36 

Star Fighter 

NOW 

$44 

Bedlam 

NOW 

$52 

Enemy Zero 

NOW 

$49 

Mega Man X4 

NOW 

$44 

Teemo Super Bowl 

NOW 

$54 

Bomberman 

NOW 

$52 

FIFA Soccer 98 

10/98 

$46 

Mortal Kombat 4 

03/98 

$62 

Ten Pin Alley 

NOW 

$44 

Clockwrk Knight 2 

NOW 

$22 

Rghters Megamix 

NOW 

$52 

NBA Action '98 

NOW 

$49 

Tomb Raiders 

NOW 

$50 

Colliderz 

NOW 

$52 

Here's Adventures 

NOW 

$42 

NBA Live '98 

NOW 

$46 

Ultimate Football 

NOW 

$46 

Commnd & Conqr 

NOW 

$52 

Hyper 3D Pinball 

NOW 

$42 

NFL QB Club 98 

NOW 

$46 

VMX Racing 

NOW 

$46 

Courier Crisis 

NOW 

$46 

Legend of Oasis 

NOW 

$39 

NHL Hockey '98 

NOW 

$46 

M/WF Arcade 

NOW 

$29 

Croc 

NOW 

$49 

Legends Ftball ’97 

NOW 

$50 

Nascar 98 

NOW 

$46 

Wing Arms 

NOW 

$26 

Crypt Killer 

NOW 

$46 

Lost Vikings 2 

NOW 

$46 

Quake 

NOW 

$44 

World Series ‘98 

NOW 

$46 

Dark Legend 

NOW 

$39 

Lost World 

NOW 

$44 

Quarterback Attck 

NOW 

$29 

Worldwde Socr98 

NOW 

$49 

I VIDEO GAMES: SNES 


VIDEO GAMES: GENESIS | 

Collge Footbll 97 

NOW 

$54 

NBA Live '98 

NOW 

$52 

Fahrenheit 

NOW 

$19 

NBA Hang Time 

NOW 

$49 

Demolition Man 

NOW 

$19 

NHL Hockey '98 

11/97 

$52 

Nomad System 

NOW $169 

NBA Live '98 

10/98 

$52 

Donky Kng CntryS 

NOW 

$64 

Revolution X 

NOW 

$49 

Liberty or Death 

NOW 

$39 

NFL QB Club 96 

NOW 

$29 

Harvest Moon 

NOW 

$56 

Secret of Evermore 

NOW 

$49 

Lost World 

NOW 

$44 

NHL Hockey '97 

NOW 

$56 

Killer Instinct 

NOW 

$19 

Super Mario 

NOW 

$59 

Lunar 

NOW 

$34 

NHL Hockey '98 

NOW 

$52 

Lost Vikings 2 

NOW 

$44 

Super Mario Kart 

NOW 

$34 

Lunar 2 

NOW 

$49 

Popful Mail 

NOW 

$22 

Madden '98 

08/98 

$52 

Timon And Pumba 

NOW 

$52 

Madden '98 

NOW 

$52 

Teemo Spr Bowl 3 

NOW 

$29 

Mortal Kombat 3 

NOW 

$59 

Toy Story 

NOW 

$49 

Madden FB '97 

NOW 

$54 

Vectorman 2 

NOW 

$49 

NBA Hang Time 

NOW 

$52 

WWF Arcade 

NOW 

$52 

Mutant Chronicles 

NOW 

$42 

World Series '98 

NOW 

$46 

1 VIDEO GAMES: NINTENDO 64 


VIDEO GAME HINT BOOKS { 

Blast Corps 

NOW 

$62 

Killer Instinct Gold 

NOW 

$72 

Breath of Fire 3 

NOW 

$11 

MK Mythologies 

NOW 

$10 

Castlevania 64 

02/98 

$76 

Legend of Zelda 

03/98 

$79 

Donkey Kong Ctry 3 

NOW 

$14 

Ogre Battle 

NOW 

$12 

Clayfighter 3 

NOW 

$76 

Lost World 

12/97 

$76 

Doom 64 

NOW 

$10 

Quake 64 

12/97 

$10 

Conker’s Quest 

11/97 

$69 

Mace: Dark Ages 

NOW 

$79 

Duke Nukm 3D 

12/97 

$10 

Resident Evil 2 

01/98 

$9 

Contra 64 

02/98 

$74 

Pilot Wings 64 

NOW 

$69 

Dynasty Warriors 

NOW 

$12 

Secret of Evermore 

NOW 

$12 

F-Zero 64 

02/98 

$76 

Star Fox 64 

NOW 

$69 

Final Fantasy Tactics 

01/98 

$12 

Secret of Mana 

NOW 

$12 

FIFA Inti Soccer 

NOW 

$75 

Super Mario 64 

NOW 

$66 

Hexen 64 

NOW 

$12 

Temo Deception 

NOW 

$12 

Golden Eye 007 

NOW 

$76 

Tetrisphere 

NOW 

$66 

Kings Field 2 

NOW 

$13 

Tomb Raider 

NOW 

$10 

Joust Epic 

11/97 

$76 

Wave Race 

NOW 

$72 

Legacy of Kain 

NOW 

$13 

Warcraft 2: Drk Saga 

NOW 

$12 

BOARD GAMES 


COMPUTER GAMES 

Air Baron 

NOW 

$27 

Knightmare Chess 

NOW 

$13 

Daikatana 

12/97 

$49 

Prey 

04/98 

$50 

Axis & Allies 

NOW 

$35 

Lunch Money 

NOW 

$15 

Dark Frees Jedi Knght NOW 

$53 

Profiteer 

03/98 

$45 

Battletech 4th Ed. 

NOW 

$19 

Pain Doctor 

NOW 

$25 

Dark Vengeance 

NOW 

$45 

Quake 

NOW 

$42 

Car Wars Deluxe 

NOW 

$21 

Rats 

NOW 

$24 

Defiance 

NOW 

$40 

Quake 2 

NOW 

$52 

Civilization 

NOW 

$29 

Robo Rally 

NOW 

$33 

Hexen 2 

NOW 

$52 

SpecOps 

NOW 

$48 

Dragon Lords 

NOW 

$29 

Samurai Swords 

NOW 

$35 

Mageslayer 

NOW 

$39 

Tomb Raider 2 

NOW 

$49 

Empire Builder 

NOW 

$25 

Settlers of Catan 

NOW 

$30 

Postal 

NOW 

$48 

Unreal 

NOW 

$48 

Grand Prix 

NOW 

$19 

Space Chess 3D 

NOW 

$35 

Postal Level Editor 

NOW 

$48 

Curse of Monkey Isle 

NOW 

$39 

Hobbit Adventure 

NOW 

$29 

Stratego 

NOW 

$14 

Powerslave 

NOW 

$39 

Myst 2 

NOW 

$52 

COLLECTIBLE CARD GAMES 


ROLE PLAYING GAMES 

BTech BP Merc 

NOW 

$3 

MTG Mirage SO 

NOW 

$8 

AD&D DM Guide 

NOW 

$16 

Heavy Gear 

NOW 

$25 

Battletech Booster 

NOW 

$3 

MTG Tempest BP 

NOW 

$3 

AD&D Mnstr ManI 

NOW 

$20 

Mechwarrior 

NOW 

$13 

Battletech Starter 

NOW 

$8 

MTG Tempest SO 

NOW 

$8 

AD&D Players HB 

NOW 

$20 

Once Upon a Time 

NOW 

$14 

Dr Who Booster 

NOW 

$3 

MTG Visions 

NOW 

$3 

Ars Magica 4th Ed 

NOW 

$26 

Rifts 

NOW 

$21 

Dr Who Starter 

NOW 

$8 

MTG Weatherlight 

NOW 

$3 

Call of Cthulhu 

NOW 

$18 

Shadowrun 

NOW 

$20 

Great Dalmuti 

NOW 

$5 

Star Wars BP 

NOW 

$3 

Conspiracy X 

NOW 

$20 

Traveller 

NOW 

$24 

MTG 5th Ed BP 

NOW 

$3 

Star Wars SD 

NOW 

$7 

Earthdawn 

NOW 

$18 

Vampire 2nd Ed. 

NOW 

$24 

MTG Chronicle BP 

NOW 

$2 

X-Files Booster 

NOW 

$3 

Fading Suns 

NOW 

$22 

Warhamr Fantasy 

NOW 

$19 

MTG Mirage BP 

NOW 

$3 

X-Files Starter 

NOW 

$9 

GURPS Rulebook 

NOW 

$20 

Werewolf 

NOW 

$24 


‘FINAL FANTASY T Act out your mercenary dreams 
while saving the planet. Spectacular animated plot 
sequences, impressive storyline, three dimensional 
characters, unprecedented level of detail, great effects. 

Sony (Roleplaying) 

Release Date: NOW PSX $59 

'TIME CRISIS' Blast through the original arcade hit, with 
an all new shooting scenario. Comes with the most 
accurate gun available for PlayStation, which has a 
button allowing you to escape incoming bullets, not just 
absorb them. 

Namco (Shooter) 

Release Date: NOW PSX $69 

‘MORTAL KOMBAT: MYTHOLOGIES' The Mortal Kombat 
saga continues with an all new storyline. Instant playa- 
bility as you take on over 30 different 
enemies while exploring 8 new worlds. Real-time 3D 
lighting, fully rendered 3D characters 
Midway (Adventure) 

Release Date: NOW PSX $46, N64 $79 

'MLB FEATURING KEN GRIFFEY JR. N64’ comes 
packed with over 1500 motion-capture animations and a 
stadium full of stats. Pinpoint control and a fistful of 
specialty pitches. Four modes of play, including exhibi- 
tion, half or full-season, Pennant race, or World Series. 
Nintendo (Sports) 

Release Date: 11/97 N64$74 

‘SEGA AGES’ The hottest hits of the 80’s arcades are 
finally available on a home system. On a single cd, ‘Sega 
Ages’ features the blasting sci-fi madness of ‘Space 
Harrier’, the tune-rockin’ tour race ‘Outrun’, and the top 
gun action of ‘Afterburner II’. 

Working Designs (Bundle) 

Release Date: NOW SAT $40 

‘MAGIC KNIGHT RAYEARTH' Three Japanese school- 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 

Working Designs (Roleplaying) 

Release Date: NOW SAT $52 

‘DARK FORCES JEDI KNIGHT’ In this long awaited 
sequel to Dark Forces, you battle a multitude of 
enemies and discover the secrets of the lost Jedi burial 
ground. Master lightsaber combat and harness an 
arsenal of firepower. Develop your force powers and 
become a Jedi Knight or a dark Jedi. All new 3D 
environments and characters. 

LucasArts (Action) 

Release Date:NOW PC CD $53 

‘LAST BRONX' It’s winner-take-all urban combat set in 
the unforgiving confines of the asphalt jungle where 
fighters must use hand-to-hand weapons skills to 
survive. Multiple weapons to use, from nunchucks 
to double sticks. Fight arenas modeled from actual 
urban locations. 

Sega (Kick/Punch) 

Release Date: NOW SAT $49 

‘DRAGON DICE KICKER SET #2’ contains new dice 
to flesh out your Dragon Dice forces, all awesome 
Firewalkers and Monsters of stunning mottled red 
and blue. You need the basic set in order to play with this 
accessory. 

TSR (Board game) 

Release Date: NOW BG $6 

‘MAGIC THE GATHERING 5TH EDITION’ This deck 
contains 60 tradable game cards, randomly assorted, 
plus a rule book. Each player must have a deck. This 
deck may be enhanced with more cards sold in 
booster packs. 

Wizards of the Coast (Card Game) 

Release Date: NOW CG $7 

‘STAR WARS’ This roleplaying game plunges you into 
the breakneck thrills and pulse-pounding excitement 
of the greatest space fantasy of all time! Face 
overwhelming odds and impossible challenges. May the 
force be with you! 

West End Games (Pen/Paper Roleplaying) 
Release Date: NOW RPG $25 


■ 



■ 



■ 



■ 


5 



J 

2 

4 '' i , 

1 

2 

■‘<1 A 

1 

“ 


1 



Priority 


Over 

Mail To 

Mail To 

U.S. Mail 

U.S. Mail 


^ht 

Canada 

The World 

7-10 Days 

2-3 Days 



4-7 Days 

7-14 Days 

$1.00 

$2.00 

S2.00 

$2.00 

$2.00 

$2.00 

$1.25 

$1,00 

$3.00 

$7.00 

$2.00 

$2.00 

$0.75 

$1.00 

$1.00 

$2.00 

$2.00 

$6.00 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release 
schedules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. 
Defectives replaced with same product. Ait sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per 
order" charge is charged once per order placed and the “per item” charge is charged once for each item ordered and the "per shipment" charge is charged once for each ship- 
ment we make to you. 


Per Order 
Per Shipment 
Per Item 


{©1997 CHIPS A BITS, INC. 


GPIy1197 














imagine 

a new way of publishing 


'garriEplayers^ 


Sponsored by: 

Imagine Publishing, Inc., 
America's Number 1 Games 
Magazine Publisher 
and Electronics Bcutique, 
The Ultimate Gaming Store 


No purchase necessary to win. Entries must be 
received no later than January 1, 1998. Winners 
chosen on or about January 10, 1998. Bectronics 
Boubque and imagine Publishing not responsible 
for lost, late, mutilated, illegible, incomplete or 
misdirected entnes. Elec^nics Boutique 
reserves the light to substitute prize of equal 
value if prize is unavailable. Prizes are non- 
transferable and no substiMons allowed. 
Winners will be deteimined by a single random 
drawing of all valid entries received by the sponsors, 
whose decisions are final. The odds of winning 
depend upon the number of entrants received. 
Eligibility: Piomotion open to United States resident 
only. Return of any prize/prize notification as undeliv- 
erable vrill result in disqualification and an alternate 
winner will be selected. Winners may be required to 
sign an affidavit of eligibility/release of liability/prize 
acceptance witiiin seven days of receipt or foiieit 
prize. If the winner is a minor, then prize will be 
awarded to parent or legal guardian. By acceptance 
of prize, winners agree to the use of their name 
and/or likeness for purposes of advertising, trade, or 
promotion without further compensation, unless pro- 
hibited by law. Employees of Imagine Publi^ing and 
Electronics Boutique and their Emilies are not eligi- 
ble. Neither Imagine Publishing, nor Electronics 
Boutique are responsible for any damages, taxes, or 
expenses that winners might incur as a result of this 
sweeps^e or receipt of prize. Void where prohibit- 
ed. 

To en^r, send a 3x5 card your name, address, phone 
& E-mail address to; Electronics Boutique c/o 
Imagine Sweepstakes 931 South Matlack St. 

West Chester, PA 19382 


$500 


Wild Shopping Spree ht 
Electronics Boutique in Your Rrer! Choose 

FROM EB’S STUPENOOUS SELECTION OF THE 
PC RNO CONSOLE CRMES FOR THE SYSTEM OF YOUR 

choice! Plus, t-shirts rno CD-ROMS full of 

CRME OEMOS NOT YET RVRILRBLE IN STORES! 


1st PRIZE 

Nintenoo G4"'Crme System or 
PlryStrtion™Crme System 

RND R FREE SUBSCRIPTION OF YOUR CHOICE: 
Next Cenerrtion - the mhc for rdvrnceo 

PSM - THE 100% iNDEPENaENT PLRYSTRTION 
MRCRZINE - IMRCINE’S HOTTEST NEW LRUNCH, OR 
ULTRR CRMEPLRYERS - THE ORICINRL CRMES 
MRCRZINE FULL OF TIPS, TRICKS RND STRRTECY CUIDES. 


2nd PRIZE 


Intercrrph’s intense 3D Vooooo borro 

FERTURINC 3DFX RCCELERRTORS 

RND R FREE SUBSCRIPTION TO PC CRMER 

-THE #1 PC CrMES MRCRZINE. 


3rd PRIZE 

TWD NB4 OR PlryStrtion"'crmes of your 
CHOICE PLUS R T-SHIRT Sc IMRCINE BRSEBRLL 
crp! 

• Winners to be announed in ULTRA Gameplayefs and Next Generation 

• Ctieck out iGN, Imagine Games Networic at http://www.iniaginegames.com for more information 

• All prizes subject to availability 


CRRND PRIZE 




THE IMAGINE PUBLISHING 


@ ELECTRONICS BOUTIQUE! 






Call now for the 
latest TIPS, HINTS 
and STRATEGIES 
for your favorite 
games. Including: 


What’s even better than beer? 


^THE ULTRA 
^GAMEPLAYERS 
TIP LINE! TRAPS 
WRAT, YOU FOOLI 


[calls cast 
$i.49/minurB] 


PREmiER CLUB 

Tips on the latest games for 
Sony Playstation, Nintendo 64 
and Sega Saturn 


EDITUR^B PICHS 

Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 


Whatever your sport, we’ve 
got the hottest tips to all the 
hottest sports games 


Calls average 3 minutes In length. If you’re under 18 years of age, please get your parents’ 
permission to call. Brought to you by ULTRA GamePlayers Magazine In beautiful Brisbane, CA. 


Final Fantasy VII 


Madden ’98 


fXHiBirm 
. \SIAiOH 
KUmomSIAiOH 


INCLUDES 
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Network 


CONNECTION 


LETTERS FROM OUR RERDERS... 


that Halloween 

mW Is out of the way, we’re 
all starting to get ready for Thanksgiving. 

Ah, Thanksgiving... with its day-long orgies 
of college football and, of course, that really 
huge, gut-busOng feast. So we thought what 
better way to celebrate this issue then to give 
you a veritable feast of letters from people Just 
like yourselves? 

OK, stop crying. We’ve edited out all the 
REALLY weird letters and left Just those that we feel 
represent the twisted psyche that most of our read- 
ers have. We’ve also got letters covering the gamut 
of gaming systems, so nobody should feel left out 
Enjoy, and don’t worry. We’ve coated these pages 
wih a powerful antacid, so you can read all you 
want without fear of nasty add reflux! Hey, 
write usi 


RINSE WELL... 

Bill, you traltorl How could you turn 
on the almighty Gazuga after all he 
has done for you? He made you 
leader of the Army of Undead and 
Possibly Brain Damaged. Don’t 
act like you don’t know 
what I’m talking about Dn 
page 15 of Issue 101, It 
stated that you were 
battling Gazuga at the 
edge of the universa 
P.S. 1 hope Habeeb 
banishes you to the 
Pits of 

Lamentation. 

Brian ’The 
Cleansing Isn’t 
over’ Blackman 
Barnwell, SC 


Nmtwark Cannmetionm 

ULTRR GRME RLRYBtS 
ISO North Hill Orivm 
Brimbanm, Ca SAOUB 


8ILL»> What 
the hell are you talk- 
ing about? I never said 
anyth!... Acki Feel... 
dizzy... what the... 
eVIL fiNTtGR 
G0D>>> Say your prayers, 
worm! Soon will be The Rinsing 
and you and your pitiful lizards 
shall be cast Into obllvloni Gazuga 
cannot help you. The Unholy Three 
cannot help you. You will lick the 
mold-riddled walls of the Pits of 
Lamentation for eternity. I am com- 
ingl Prepare for doom! Ha, ha, hal 
BILL>>> I really hate It when 
that happens... 

SHY WHRT? 


games good ratings, but ever since 
you have given them sucky ratings. 

I know you won’t print my letter 
because It talks about your reviews 
system, but deep down you know 
you could give better reviews. 
James Napier 
Fairplay, KY 

FRRNK>>> Huh? We gave 
Mario 64 a 10, and we Just gave 
Goldeneye a UGP award. War Gods 
got the mark we felt It deserved. 
There’s no bias. Frankly, since Wave 
Race and Mario 64, many N64 
games have sucked quite royally. 
We rate 'em as we see 'em. 

CERBIL BOY 


Hey guys, what’s going on? I need 
some help on FFIIIfot the Super 
NES. OK, now on the second half of 
the game, after everything blows 
up, I need to find a weapon called 
‘Striker’ to bet In the Colosseum. 
Where’s It at? Also, I can’t find 
Locke (the thief). Where the hell Is 
he at? I’ve been trying to find him 
for a monthi Do me a favor and 
publish this right away, because I 
think an obscure government 
agency has me under surveillance 
and Is awaiting word from 
Pentagon officials to remove me 
from this earth; all due to the disap- 
pearance of a genetically altered 
hamster. 

PeteAnderst 
Mobridge, SD 





MEET 
THE TERM 

I’m thankful, because... 


PRANK! 




I get better lookin’ every day. 


ROGtRai 


My eyesight is improving! 


1^423 

I only have to shave once a week. 


don’t look like ttiese Bozos! 


^le- 


niences’. I could tell you where that 
mutant hamster Is, but unfortunate- 
ly, since I am an officer and a gen- 
tleman, I cannot. 


Every month I read your reviews 
and sometimes I like them and 
sometimes I don’t 1 especially don’t 
like how you review N64 games. 

You seem to always give them low 
ratings, like War Gods. What were 
you thinking? War Gods Is cool. It 
has realistic characters, awesome 
fatal moves, and to top It off, a big 
green sub bossi Who could ask for 
more? Sure, you gave early N64 


R06Gfl>>> Geez, like I remem- 
ber anymore where anything Is In 
FFIIII My advice Is that you ‘surf the 
net’ (note the high tech catch 
phrase) and search for a FAQ or 
walk-through for FFIII. As for your 
problems with the government. If 
you could Just locate that hamster 
or make a ‘contribution’ to the 
Clinton Campaign Fund, that should 
take care of any of your ‘Inconve- 


WILL WORK 
FOR CRMES 

I have been a loyal fan of your mag- 
azine for six years. I like the way 
your magazine Is put together. You 
give It a feeling of fun and friend- 
ship. I have two questions; 

1. What kind of education do you 
need to be a videogame reviewer? 
2. 1 am thinking strongly of one day 


IW UOHA gameplatjen 
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Top Left: James Napier thinks 
tVar Cods is a great game. Let’s 
not all laugh at once, OK? 


Top Bight: Kieran Halle wonders 
if Nights is a boy or a girl. Uh... 
just what kind of name is 
Kieran, anyway? 


Center: The odds are five to one 
that Gazuga won’t be able to 
stop the Evil Antler God. 


Bottom Lef^ Cloud makes his 
triumphant return in FFVtU 


Bottom Right: Few people know 
that the common hamster has 
excellent night vision, plus he 
glows in the dark real good! 


being one of your guys and I was 
wondering what kind of Job would 
be good to start on the right path? 
Thanks for answering my questions. 
Matt Williams 

Summerland, British Columbia 
Canada 

FRflNCeSCH>» Before I get 
to your questions, Matt, I must say 
that the feeling of fun and friend- 
ship’ comment was a bit startling. I 
always thought we gave off the 
image of Bill constantly running 
around threatening the lives of our 
loved ones and Mike and Roger per- 
sistently hitting on anything female 
and under the age of 16. But maybe 
that doesnf make the final cut of 
the mag or the disc, so you would- 
nf know, am I right? Anyway, to 
answer your questions... 1. You 
really don’t need any kind of ‘offi- 
cial’ degree or education to become 
a video game reviewer (it helps, 
though), but you do need to have a 
knack for GOOD writing (although 
we certainty donf always seem like 
the best role models for that one!) 
and a fairly comprehensive under- 
standing of the industry and the 
games, which helps to understand 
what people are talking about when 
they start spouting off in ‘industry 
lingo.’ 2. Any position in the indus- 
try would help start you off in this 
business. And it’s not too hard to 
get a job in it, either. Videogame 
testing or working in some sort of 
publishing or writing would be 
entirely benehcial to your objec- 
tives. H helps a great deal, as well, 
to get a feel for how nutty, fast- 
paced, and occasionally disappoint- 
ing and slimy (we’re talking about 


have to cut my massage short and 
answer your questions. 

1. You never asked me. 

2. 1 would suggest erasing the 
memory on your Saturn and beating 
R again. 

3. Call Sega and see if they are sell- 
ing any. 

4. That’s a question we’ve all been a 
btt perplexed about. Both the boy 
and the girl turn into Nights, there- 
fore he (I mean H) doesn’t appear to 
have a sex. My best guess is that it 
Is some kind of hermaphrodHe. 


nSHDER RRT OF 
THE MONTH! 


HRTIST: BURRY HICKS 

SOMEWHERE IN 
VIRGINIR 


the business side of things, here) 
the videogame world can be. tt’s not 
all blue hedgehogs and free stuff, 
after all. Most of the time, it’s per- 
sistence and dedication that will 
give you a bit more lasting power 
around these parts. But best of luck 
to you. Matt, and maybe someday 
we’ll be fighting over the last con- 
troller to play Final Fantasy XXXII. 


TRHNSCENOER? 


I’ve got a few questions for your 
weird selves! (except for Mike! 

He’s cool!) 

1. Why didn’t you send me a 
Christinas Nights disc? 0 had to go 
out and buy one!) 

2. The first time I beat CN, I got 
credits and a cutscene. How can I 
do that again? 

3. So how can I get one of those 
nifty HIghts-caps shown In 
Nights goods? 

4. Is Nights a guy or girl? 

Kieran J. Halle jM 

Los Angeles, CA j/N 


NlKe>>> Thanks 
a lot for picking me 
as ‘cool’. Now I 




This month’s letter is 
addressed to Nintendo and 
it isn’t really a question, 
per se, but we felt that 
jyay’s concerns regarding 
his system needed to be 
voiced. His opinion is In no 
way representative of 
UGP’s views, but we realize 
that there are other readers 
out there who feel the 
same as Ajay. Any 
responses to this letter 
(either pro or con) should 
be sent to the usual 
address, do Ask the 
Industry and we may print 
them in future issues. 

Dear Howard Lincoln, 

Don’t get me wrong, I 
am an avid fan of Nintendo 
and own all of your past 
systems, but I am very 
disappointed with the 
Nintendo S4. Sure, Mario 
B4, Mario Kart, Wav&ace, 
and Starfox 64 are good 
games but the only 
challenging game is Mario 
64 . 1 beat Mario Xarf and 
Waverace in one rental and 
I beat Starfox one day after 
buying it Ali the third party 
games are either 
outdated or Just plain suck. 
And the only reason ttiose 
games sell is becaiee 
people are looking for 
something to do With their 
N84 since they have beaten 
ail of their other games. 

On top of that, you 
expect us to buy the 64DD 
because of Nintendo’s bad 
judgment when picking 
cartridge over CD and 
realizing that the present 
hardware wasn’t capable 
of anything better than the 
stuff Nintendo was 
producing currenUy. 

I don’t mind if you 
keep on delaying your 
games and systems 
because, in the meantime, 
Sony will keep on gaining 
market on Nintendo. And 
until Nintendo gets their 
act together by making 
each game up to their 
usual quality standards, I’ll 
stick to my PlayStation, 
which consistenhy 
provides challenging tiUes. 

Ajay Tejwani 
Ttoy, Ml 



POTSHOTS 

BILLI Flimsy did NOT, I repeat, did 
NOT Invent the game BlscultsI I was 
her best Mend over thar on Signal 
Mountain, until I had to move to 
Phoente, Ailzonal SHE STOLE MY 
GLORYI Oh, sure, she changed a few 
things, like about the vampire 
chicken who could turn Into a ball 
of flame, but everyone loves vam- 
pire chickens. She knew you could 
not resist putting it Ini It was all MV 
IDEAII And do you want to know her 
REAL NAME?I M’s Ashley Hutsell! 
There’s my proot She’s a thief! 

P.S. Where’s my sawed-off shotgun? 
I’ll need H... err, ignore that... 

Vicky ‘Sniper* Winchester 
Phoente, AZ 

BILL>>> Oh, sure, Vicky, we’re 
supposed to drop everything and 


believe that you invented Biscuits. 
Why, you even admit that Flimsy 
came up with the vampire chicken 
idea. You’ve got some nerve! What 
kind of low-IHe, sneak-thieving, 
shotgun-toting... uh... hey, you’re 
right, Vicky! I believe you! Heck, we 
all believe you, right, gang? Good 
game idea, Vicki Now what do you 
say we just put that mean old Mr. 
Shotgun down, OK? 

ROHCH MOTEL 

First, I would Just like to say that 
UGP Is the best damn videogame 
magazine In the world. I would also 
like to note that I am a huge Sega 
hater. Nothing sickens me more 
than watching those lame Sega 
Saturn commercials on TU I was so 
happy to hear that the Saturn was 
on its way to the roach-infested 


garbage heap of dead consoles. I 
hope Sega’s next console suffers a 
long lingering death at the hands of 
Sony and Nintendo. 

Helmez Rivera 
Perrtne, FL 

FRflNK>>> Man, you don’t like 
Sega, do you? I think you might 
change your mind when you see the 
specs on its next console, the Black 
Belt/Dural. Imagine arcade perfect 
versions of VF3 or Lost World and 
you might just switch your alle- 
giance. Still, it^ a long way off. 

We’ll have to wait and see. 

PREHISTORIC 

I like your magazine and all, but 
what happened? Is SNES now out of 
style to you people? I liked you bet- 
ter when you gave infotmaflon 
about SNES games. Therefore, I’m a 
former fan of your magazine, which 
causes me to ask his question: ‘Will 
you please restart giving SNES 
game Information (new games or 
old ones) ESPECIALLY on Harvest 
Moon (I want to know when It’s 
coming to stores In Gadsden, AL)? 
Would you please do It? 

Nate BodIne 
Gadsden, AL 

ROGeR>>> Aw, quit your whinin’ 
Nate. We are in the age of next gen- 
eration gaming. If you pick up the 
latest car magazine at the news- 
stand, you’ll notice they no longer 
do stories on the covered wagon, 
either. Besides, Harvest Moon is a 
freakin’ farming simulator! H you’d 



H ere at UUniA Game 
Players, we^» all been 
bitten by the online gaming 
bug. It seems like everyone’s 
got a game of Ouake going on 
their PC, especially when 
theyVe supposed to be work- 
ing. IMiHe we all hwe lunnhig 
through the labyrinthine 
mazes, blasting the hell out of 
each other, I think I enjoy It a 
little more, but only because I 
think WMe Walt and I Invented 
the game. Let me explabi... 

During the mmmer, I 
used to visit Wide Walt and 
his parents for a tew months. 
When we weren’t blowing 
stuff up, we'd play Dimgeon 
Spy In the dank, ilarfc hase- 


ment beneath their apartment 
building. We each had one of 
those / Spy water pistols and 
the object of the game was to 
ambush each other by being 
as sneaky as «ve possibly 
could. Of coiese, I am one 
sneaky guy. Heh, heh, heh... 

Before I go any further 
here, I've gotta explain some- 
thing about Wide Walt As you 
all know, you cant shoot a 
water gun bi a game of 
Dungeon ^wlthoid making 
some kind of gim sornid. 
Everybody knows this and 
WW and I were no excepthm. 
While I had the standard old 
kid’s gim sound that sounds 
Mnda Ike you’re gmgling 
with gravel. Wide Walt, for 
some webd reason, had a 
webd, high-pitched, stpieaky 
gun soiaid that went ‘Baedool 
Beerlaol'. I’m sive there was 
a reason for this, and I’m also 
pretty sine that you reaDy 
dont watma know n. So Just 


keep that webd ‘Beedoo’ 
sound In mbid. 

Anyway, I was In 
ambush mode, hbling way 
back behind one of the huge 
boilers bi the basement I was 
strainbig to hear the soiuid of 
WIN’S steps as he got closer 
to my position. Suddenly a 
door creaked open and Wide 
Walt Jumped out of hbling and 
started firing like a madman! 
‘Baailoo! Baedool Baedool’, 
Walt screamed, as he emptlad 
his water gun into the build- 
big owner and his two 
prosperdive clients. 

‘What the heH Is gobrg 
on here, Walter?’ the dripping 
wet owner belkiwed. ‘What 
are you doing down here?’ 

Mteil, WMe Walt Just 
ktnrla stood there for a few 
sacrHMls, staring at the now 
more-than-molst brio. 

‘lib... ith... me and my 
cousin Billy were playbig 
Dungeon Spy down here and I 


thought you were him. Really. 
Uh, come rm out, Billy. Come 
on out, the game’s over.’ 

Needless, to say, I dM a 
lot of things, IHre clutching 
my gut, and blUng my hand 
so that I wouMn’t laugh out 
hiud, but I dhln’t come out 

‘Uh... Billy, come on! 

The game's over. No, sb, he’s 
really down hera Really... ’ 

The bulMIng owner 
grabbed WW by the ear and 
dragged him upstairs to his 
mother, tellbig her that If 
Walter wanted to play with 
Ms bnaginary friends, he’d 
have to do It somewhere else 
beshtes the damn basement! 

So you can see why I’m 
pretty sue that Wbte Wan and 
I bivented the game of Ouake, 
I’m also sure tt’s the reason I 
was elerded Chief Gas Oven 
Ughter the Ume WW and I 
almost bweed the bulldbig 
down tryhig to start the stove, 
but that’s another story. 


Itits UtJRA gsmeplauBrs 
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/ I LOVE 1 

ze 

CHEESE 
ANC7 ZE 
WINE /AND 
ZEE5E 
CR/AZy 
BERETS' 


Do you havr mamothing to 
may about a particular 
game company? Say It to 
their face! Write up your 
queation and mend It to the 
umual addremm, c/a Hmk 
The Indumtry, 


Top Left: Contrary to popular belief, 
this is NOT a picture of Wide Walt... 


' Helmez Rivera doesn’t 
like the Saturn much, so send your 
hate mail to him. We get enough of 
our own... 


^ This pic of Fran was taken 
during her secret undercover 
mission to Canada. 


Since Eric Totten isn’t 
gonna finish Tomb Raider, we 
decided to show him the bad guy 
he wouldn’t get to fight. 


: Once again, Bill 

shows his uncanny ability to float 
parallel with the ground... 


like to recreate the experience of 
the game, Just hop on out to your 
front porch ant! watch the grass 
grow. Thrilling. 

FRENCH WHINE 

Here In Quebec we are great fans of 
UGP (at least me). Back In your 
100th Issue you said that Celine 
Dion Is a Canadian. What’s wrong 
with you, Francesca? SHE IS QUE- 
BECKER! I hate that when American, 
French or English say that we are 
Canadian. Arrghl 

Sure In the geographic hook they 
say that we are In Canada but there 
Is big difference between us. All 
over In Quebec, we speak French 
and In the rest of this not-so-hot 
country they speak English. 

Surprise, Madame Reyes. When we 
will proclaim our Independence like 
you did, we (Quebeckers) should 
ally with the USA to conquer all the 
woridi HAI HAI HAI HAAAAI Uhl 
What’s my big problem? 

MergI beaucoupl 
Napoleon go to Waterloo 
Montreal, Quebec 

FRflNCeSCfl>>> Oops, sorry 
there... i guess i ilidn’t take the 
potentiai secession ‘rift’ of the Great 
North into account when I whittled 
that super lame response (sorry, 
Chris and Jenny!) in UGP PI 00. And 
another thing I Just discovered on a 
recent Jaunt to Quebec City is that 
the residents there often refer to 
you, Napoieon, as a strange, weird 
iittle man with some serious chiid- 
hood issues to deai with. Ift were 
you, i’d probabiy rethink any 
attempts at iabeiing myself a 
‘Quebecker’ due to the current pop- 
ular consensus regarding your per- 
sonai history with warfare. Hey, i 
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The Jaded Darner mtill iikem to 
hidem out in dank, dark bamementm 
with a water gun. We don't know why he 
doem thim, but it’m probably better than 
hiding out in public phene baethm like he 
umed to do... 


heard that the U.S. is looking to 
recruit some charismatic, overly 
ambitious, military fanatics with 
self-image problems (like we don’t 
have enough of our own... that’s 
how we populate some of our lovely 
cities), so you might want to check 
It out. 


UH... DUH... 


I Just finished reading your 100th 
Issua n was really cool up unUI 
your letter secUon. Someone wrote 
a letter pretty much explaining the 
ending to Tomb Raider. I was cur- 
rently playing the game, but since 
you were dumb enough to print the 
letter, the game was ruined for mel 
Now I have no reason to play It 
Thanks a loti 

P.S. I hope you decide to print this, 
so the kid who wrote the letter will 
realize how stupid he Is. 

Ericibtten 
Rockaway, NJ 


off more than you can chew. Right 
now, as you’re reading this letter, 
BUI Is on his way to your house with 
a bottle of whiskey and a cheese 
grater. I don’t want to give away the 
surprise, but don’t let him take that 
second shot or you’ll be a key 
ingredient In Bill’s next pizza! 


Hey, Natal Hate’s one of the high points 
In Havest MoonlVedtavd Just look at 
that grass growl 


M1KG>» Calling one of 
our readers stupid is 
alright, and encouraged, 
but when you start to 
attack the staff of 
the finest game 
magazine in the . 
world, you 
have bitten 






Ei finals 


Send bi jfmir Mea$ to Game 
t6eas,e/o IHTHA Baum Ptayas, 
ISO MorOt HHi Drive, Brfsbain, 
GA. 94005. 



ki my you |day a Gon^ 
fused hoagla moulted above a 
careMfy iilaced arc of symmet- 
ric pineapples where four out of 
five peoi^ are ufsp. Vbu wall- 
er about anorexic captains and 
treriuently acceid the realism of 
anfl-eia^ ^naneymen. Mtar 
playhrg for two years, a few 
overcKposed housing MUnss 
return to bidiierate your ever 
moMbig roservolc men yon 
must start over. 

Mike Ghencliaitdi 
Hom ey, Pfl 

BIU: Hey Mlkt^ I’m here to taft 
you down! Anyway, I ttrirdc I 
Idayed a version of your game 
back hi the *600, hirt I cant real- 
ly be sura te there a part where 
someone’s singing ‘Somehody 
To 1000* and you’ve got beails 
on and then you get drafted? I 
Wnda remendier that part... , -vifiJ-.i 

My game 

Seile's Sasehaff SeaMOwn. The 
oldect of the game Is to beat up 
all Ore other team’s piayme so 
the pitcher Is the only one left 
You make hhn cry Kdien you tell 
hhn he has to pitcb to you hr Ms 
imderwear unHI you don’t hit a 
home run. The guy should only 
he Hiare a Gou|M id itays. 

Nathan Haney 
IPeveiand,TH 

Bill: INow, Nathan, we all tmow 
that the wotM neeils another 
basMraH game. Why, I’ll bet Drat 
you’re gobig to start a whoto 
series of Sparto games, Hke 
HUceJ^stm's Boidag BaHteciia 


Mygamelsiuilled IpgillaMioY 
Daafh. You beg your parents to : 
reserve a log cabin in the woods 
and rerrt some sMs and snow 
boards and an Ice machines. Set 
the Ice matMne on the top of 
the stairs and set It on crushed. 
The one ndih the most bumps 
and braises wins. 

MattAdklns 
MtAiiy,M: - 

Bill: Matt, you’re supposed to 
come up with a vftlsrrgame fdn, 
not some ilnmbass game the 
whole famHy can mloyl ARer 
all, what fun would, oh, tot’s 
say, 00001 be, if Mom kept hog- 
gin’ the sm? Mo fun, Matn No 
hinMall~. 



HE’S PLOWED 

I’m farming, yea, farmin’ cause das 
what dem farmersh do. Yea, farmin’, 
and piowin’, and tendin’ de iaynd. 
Yea, i’m De Farmer. Besides, if I did- 
n’t i’d hafta change mah name tah 
someUn iike ‘Da Stapie Removah,’ 
or ‘Da Chicken Coop Guy.’ Yea, das 
no iife fah me, no sirree Bawb! Now, 
quick, to the TTackter mobiie! Hurry, 
my esteemed protege, we must 
farm de iaynd! Dnward, Fiuffy! 

Da Farmer 
Da Farm 

81LL>>> I want you to take a 
good took at this tetter, people. You 
see this? This is what happens 
when you can’t get quality 
videogames. Either that, or Nate 
Bodine never did get help with 
Harvest Moon and his mind has 
hnatty snapped. Hey Nate, is that 
you? No, don’t tatk, just plow one 
row for ‘Yes’ and two for ‘No’. 


RHM THIS! 

fve heard a tot of games are not 
going to he on the N64 hecause of 
the inadequate amount of memory 
space or RAM or something tike 
that, but what I want to know is 
why they Just don’t put a game on 
two cartridges, tike they do 
with CDs? 

J. Peyton 
Rorddedge, FL 

FRflNK>>> Well, the reason is 
twofoid and simpie. For one thing, 
you can put as much RAM on a cart 
as you tike, it’s Just darned expen- 
sive, but there woutd never ever be 
any need for two carts. For another 
thing, to switch carts, you’d have to 
turn off the N64 - which woutd be 
an irritating pain in the butt, 
requiring battery back up or 
memory pak save. 

FREEBIES? 

t own an N64 and was pondering 


over this inquiry: 

1. Since I thre in Kerrtucky, ait these 
games that you’re taiking about for 
my N64 are not around yet Coutd 
you give me an address for a mait 
order catatog that is in a big teague 
state, tike New York or Catifomia, 
that buys the biggest amount of 
Nintendo’s games and woutd have 
them first? 

2. Coutd you tett me and ati the 
other peopte that read this GROOVY 
mag how you get Nintendo to give 
you ait those unfinished games so 
you can ptay them and taugh in our 
faces? 

Aaron McGitt 
Mayfietd, KY 

R0G6fl»> Wett, Aaron, t know 
iife in the Btue Grass state must be 
rough, but I doubt that there’s a sig- 
nificant difference between when a 
game is reteased in Catifomia as 
opposed to anywhere eise in the 
U.S. Generatly, if you place an 
advance order with retailers tike 
Toys R Us or Electronics Boutique, 
you’ll have the game in your hands 
the same day that ft becomes avail- 
able everywhere, if tor some reason 
a game is unavailable in your area, 
you can’t go wrong with the guys at 
www.therage.com. As for Nintendo 
giving us unRnished versions of 
their games, we had to promise that 
all of our Rrst horns will be Mario 
fans and let them use Bill’s likeness 
for Wario. 

s.a.s! 

t have a question on the game Wild 
Arms. I’m stuck at a place in the 
Roating Island where you need a 
hook item to get across. Please help 
me out I can’t find the place where 



THE FRN SITE OF THE MONTH 


Nasachla's ugp hotiepage http://uyy.geocLtLes.coi»/TLi»essQuare/castLe/88o5 


We have never really shied 
away from a IHtto shameless 
plugging for our fine maga- 
zine. This month’s Fansite of 
the Month proves It It seems 
that one of our readers, 
Masachia, has taken the ttme 
to research past Issues of 


UGP to tun some fairly goofy, 



but entirely accurate, bios on 
all of our editorial staff mem- 
bers. When he points out that 
Fraidc’s ultimate pispose for 
running the mag Is to spawn 
some sort of Virtual Boy 
revivalist revolution, you 
know Masachla’s right 


Also featured on the 



page Is an archive of all the 
back Issues of GP from when 
the format changed to Ultra 
GP, And don’t miss Masachla’s 
Interview with the not-so- 
deaity departed, Bobo. After 
all, who can really refuse to 
visit a site that has a recipe 
for Chicken Cookies? 



1 Masachia sctuUnIzes the 
public lives of UGP’s editors. 

2 This guy knows his back 
Issues. 3 The archive of previ- 
ous UGP covets provides 
some nice bistoty. 4 The 
maindraw to the site has to 
be Masachia’s strange ffc- 
tton... IHte all you ever wanted 
to know about Gamer X! 



Itafi UtJWA garriBpIsiLjBrs 
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FINALLY 

/ so/v\eoNe has \ 
CAPTUREC? rM LEAN, 
/V\EAN PH/SIOUE TO 
PERFECTION! AND I CAN 
EVIDENTL/ DRIVE A 
) TRACTOR, TOO! 7 


you can get the hook tool. Please 
help mel 
Phoebe Chuason 
Irvine, CA 


FRnNCeSCfl»> Jack’s 
Grapple is one of the more elusive, 
but most helpful tools in the game, 
n you had problems finding it, it 
was probably because you only 
needed to take few more steps in 
the right direction. First off, you 
must defeat the Praying Mantis 
sub-boss in the Pleasing Garden 
which is boating around the desert. 
Once you do this, simply take the 
boss’ head (It should be lying on the 
ground after he’s been defeated) 
and toss It at the ’crystal’-looking 
trigger in the same room. Doing this 
will lower the purple gate to the 
south of the room. Voila! Enter the 
southern room and pick up the 
Grapple! Your next objective after- 
wards is to find the Bracelet of 
Dan’s (he’s in the town nearby) 
dearly departed wife. Good luck! 


OUME WmRDEN 


1 heard you can Install PlayStation 
games on the PC. Is this true? If 
yes, how do you Install It? Is Mike 
Salmon a fish? 

P.S. How did Mike become a fish? 
Christian Gamicho 
Elk Grove, CA 


MlKe>>> Since you live in Elk 
Grove, you must be a deer and that 
explains the high-intellect level of 
your questions. No, you cannot 
Install PlayStation games on the PC, 
unless, of course, you’ve pirated a 
gold-disc and are currently burning 
copies to sell in Hong Kong - or you 


own a Yaroze development machine 
and are making strange shooters 
that run off your PC via the trendy 
black PlayStation. Yes, lam a fish! 
It’S a tragic story how it all hap- 
pened, but I think your mother 
should be the one who tells you the 
whole story. 


aUH... PRFtTZ 


How come when 1 send a letter. It 
never gets published, but some- 
times I’ll see a letter with the same 
subject with someone else’s name 
under n? 

Wilbur Whately, 

Dunwich, MA 


big mouths — not to mention our 
loot-swiping relatives’ greedy maws 
— shut, we change all the names 
on all the letters to their names. 
That way, they can at least read 
their names in the mag and we get 
to keep all the cool free stuff, like 
the weekends in Paris and the solid 
gold Holex watches. We know it’s a 
cheap shot, but just Imagine the 
horror of printing some of the 
names that really come in on these 
letters. Hell, we got one letter from 
some weirdo named Cing 
Donsabea! Like he didn’t make up 
THAT name. Too much, huh? 


Top Left: Phoebe Chuason is 
stuck in Wild Anns. Gee, we 
didn’t think that would happen 
untii Prom Night... 


Top Right: Hey, iook! This N64 
uses a cartridge! Oh... wait... they 
all do... 


Center: This picture was drawn 
by Eric Castelianos, our Associate 
Art Director. Pray for him... 


Bottom Left: Weii, there goes 
Mike, heading upstream to 
spawn. Must be Friday night... 


B1LL>>> Gee, Wilbur, we won- 
dered when someone was finally 
gonna catch on to what we were 
doing with the Network section. 

See, the truth of the matter Is, all of 
us on the staN have a lot of really 
close friends and family members 
who are always asking us for all 
the cool free stuff we get — you 
know, the T-shirts, the games, 
the color TVs, those really 
big llmos, the free trips 
on the Space 
Shuttle... So, In 
order to keep our 
close friends’ 


Bottom Right: Oh, great... first 
I’m Cheese Man, and now i’m a 
damn sandwich... 


Drop um an m-mall with thr 
UHL. If wm fmm! that it gomm 
abovm amt bmyantt thm call af 
duty, wm'ii fmaturm thm pagm in a 
futurm immum! 


That’m right, gang, thm Oamm Idmam 
eoiumn im back! Wm'rm mtill trying ta fig- 
urm out what wm can givm ta thm winnmrm, 
though. Hmy, how about a niem B X 10 gloomy 
autagraphmd pleturm af Bill? Hnd mmeond 
prixm could bm two of thm damn thingm, 


©LUC, 

GLUe.. 
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Racing ©1997 RARE. Game by RARE. ® and the "N” logo are trademarks of Nintendo of America Inc. ©1997 Nintendo of Ami 












Over 20 different cnurses, 8 different speed demons. Land, air, water and all kinds of wrong turns in between. 


With Olddy Keng ilacing oniy for Ned," the world is your crash site. And with Rumble Pak,” 
ybtt’ii really feel the pain. — — — — — — 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ t'te^tit is made from these scans, nor do we offer anything 
■lyllll^avaiiable from the Publishers themselves. 

across ^nyone selling releases from 
do upport them and do let us know. 





r Thank you! 



